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Introduction 


These are the greatest! Welcome to our fourth collection of games for the 
Nintendo Entertainment System, a very special edition that includes many 
of the most exciting new titles for 1992 as well as an updated and expanded 
look backward at the all-time greatest NES hits: 96 games in all. 

You’ll meet the mean, green Battletoads and revisit the not-so-mean 
but equally green Teenage Mutant Ninja Turtles. You’ll meet a new cast 
of very goofy superheroes including Beetlejuice, Bill & Ted (excellent!), 
and Bart Simpson; you’ll also learn more than you ever thought possible 
about Mario, Luigi, Link, and Zelda. 

We’ll venture forth on new and expanded examinations of fantastic hit 
series like Castlevania, MegaMan, Double Dragon, and Ninja Gaiden. 
We’ll try to help you answer the important questions of: Where in Time is 
Carmen Sandiego? and Who Framed Roger Rabbit. 

At the video arcade, we’ll play the new Smash TV, Snow Bros., Trog, 
and Wolverine games. And we’ll look again with expanded reviews of 
mega-arcade hits like Adventure Island 2, Maniac Mansion, and Skate or 
Die 2. 

And not just for kids! We’ll look at the new The Little Mermaid, 
Crazyland, and TaleSpin games as well as the classic Disney’s Chip ‘N 
Dale Rescue Rangers and DuckTales. 

Welcome to our Ultimate Unauthorized Nintendo Classic Game 
Strategies. In all, we have 48 full reviews plus a fantastic chapter full of 
important “mini hints” for 54 more. 


ABOUT THIS BOOK 


We call this book series Ultimate because we think you’ll find that the 
information presented here is more complete, better organized and 
presented than you’ll find anywhere else. 

It’s Unauthorized because these books are not sponsored, endorsed, or 
in any way approved or disapproved by Nintendo of America or any of 
the companies whose products we have written about. This does not mean 
that we don’t talk to the makers of the games; it just means that we 
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listened and then made our own judgments before sitting down at the 
keyboard to write the book. 

We offer Game Strategies because we think that players want to earn 
their way to the end of the games. If you want step-by-step instructions, 
get a book on knitting. We want to help you use your own abilities. 

Each of the game reviews is assigned to one or more of the following 
categories: 


Aliens and Monsters You’ll meet—and fight—all sorts of 
weird creatures here. 


Amazing Quests There are all sorts of princesses waiting to 
be rescued, monsters waiting to be defeated, and spells to be 
cast. 


Car Wars Drive yourself crazy. 


Flying Feet Oomph! Aargh! Kick! Punch! Slash! 
Ay 


Fun Learning Who needs a boob tube? 


g, 

2] 

a Gym Bag Are your fingers in shape for a workout at 
YTA volleyball, baseball, or skateboarding? 

(70 


Just for Laughs How else would you describe the antics of 
Roger Rabbit or Mickey Mouse? 


= Lost in the Maze Exercise your mind and your fingers with 
Ers clever and sometimes-maddening puzzles. 
a 
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Shoot-em-ups From drug dealers to alien invaders, peace 
ie comes (alas) from the end of a gun. 


Strategies and Simulations Conquer ancient Japan or the 
NBA Playoffs. 


And then each game is rated on a scale from 1 to 10 for Graphics, 
Response, and Fun. These are the three most important elements of a video 
game, in our judgment: Is it interesting to watch? Do the controls function 
as if they were directly connected to your brain? Is this a game you will 
want to come back to again and again for the fun and challenge? The total 
of the three categories is listed as the Ultimate Rating. 

A perfect score—and we have not yet seen one—would be 30. We do 
need to point out that this special edition includes only the hottest new 
hits and all-time classics; there are no dogs in this kennel. 


About Other Books in the Series 


We’d also like to suggest that you be sure to include copies of Volume 1 of 
Ultimate Unauthorized Nintendo® Game Boy Strategies and Volumes 
1, 2, 3, and 4 of Ultimate Unauthorized Nintendo® Game Strategies in 
your library. They’ll tell you what you need to know about nearly 400 
games for the Nintendo Entertainment System and the Game Boy. 
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Arcade 


A: 


Battletoads™ 
7 RESPONSE: 7 
8 ULTIMATE SCORE: 22 


Not all good guys are squeaky clean. There’s GI Joe and Rambo, right? 
Casper and Beetlejuice, okay? And, now there are the Teenage Mutant 
Ninja Turtles and the Battletoads. 

The Turtles and the Toads are both green. And both teams are fighters 
for truth and justice. The Turtles are named after great Renaissance 
painters: Raphael, Donatello, Michelangelo, and Leonardo. They wield 
classic martial weapons like the Katana Blade, Nunchukus, Sai, and Bos. 
How civilized! The Toads are named: Rash, Zitz, and Pimple. And their 
fighting moves include the Battletoad Butt, the Jawbuster, and the Turbo 
Thwack. Get the idea? 

The Battletoads are clearly an attempt to capitalize on the wacky 
turtles, and at least as far as the video game, its designers have come 
Close. Battletoads is a clever and interesting game that will keep you 
entertained with its variations. 

But what’s the story of these ‘toads? On board the spaceship Vulture, 
Professor T. Bird and our Battletoad dudes are escorting Princess 
Angelica back home after the defeat of the Dark Queen and her 
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banishment to deep space. The toad Pimple takes the princess out for a 
little cruise in his Toadster along the way, and wouldn’t you know it: he 
and the princess are kidnapped. (It’s dangerous to hang around 
princesses—someone is always trying to snatch them.) 

So the prof and the two remaining toads head for Ragnarok World, the 
home of the Dark Queen. There they will go through fire, ice, and snotballs 
en route to the Tower of Shadows.... Tradewest. One player only. 


Prof. T. Bird discovers the dastardly deeds of the Dark Queen and dispatches 
Zitz and Rash to save Pimple and the princess. 


ENEMIES 

Your fearsome female foe is the Dark Queen, who commands the forces 
of evil from her Tower of Shadows. Members of her loyal staff include 
Big Blag, chief of the rodent army; Dragon, who will swoop down for a 
toad-slam; General Slaughter, who is one stupid but very hardheaded 
commander; Giblet, a speedy rat; Hammerfish, the original power 
nailers, Psyko-Pigs, nasty pork choppers; Rat Pods, road rat-hogs; Rat 
Rockets, turbo-rodents; mutant Ravens with extra-nasty beaks and claws; 
Tall Walkers, whose boots are made for stomping; ‘Vaders, who look 
like escapees from a video game, and more. 
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Here are our sweetly named, gentle defenders of the peace: Rash, Zitz, and 
Pimple. 


CONTROL PAD 

Arrows: 

Moves your toad up, down, left or right on screen. 

Double-click the left or right arrow to run, and to make a smash hit 
together with the B button. 

“A” BUTTON: 

Press to Jump. 

“B” BUTTON: 

Action button. 

Select: 

Select players. 


WORLDS 

There are 12 amazing levels, including Ragnarok’s Canyon, the Wookie 
Hole, Turbo Tunnel, Arctic Cavern, Surf City, Karnath’s Lair, Volkmire’s 
Inferno, and leading up to the Tower of Shadows. 
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Our boy Rash has to watch his webbed feet when he battles against one of the 
Tall Walkers. 


POWER ACTIONS 
As you move through the game, your toad’s abilities will change to 
include the following action moves: 

Battletoad Butt, Big Bad Boot, BT Bashing Ball, Jawbuster, Kiss- 
My-Fist, Nuclear Knuckles, Swingin’ Size Thirteens, and Turbo 
Thwack. 

There are no new moves to learn—just press the B button and let your 
special action loose. Enjoy the clever animation that is associated with 
each move. 


EVIL OBSTACLES 

The game is full of lovely and very elegant enemies, including: 

Big Ball. It can knock you on your green butt. 

Buzzball. The ultimate in static cling; leap over it. 

Electro-Gaps. Leftover bursts of power between the platforms that can 
ruin a toad’s day. 

Electro Zap. Zippy 2,000-volt frog fryers. 

Gasser. A cloud of stink that will leave you breathless. 
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Ice Spikes. Instant shishkabob for the unlucky frog. 

Logs. See sharp or be flat when you ride the rapids. 

Meteorites. Use the Jet Turbo to stay clear. 

Mines. River sinks. 

Missiles. Incoming! 

Retro-Blasters. They’ll try to light up the sky with bolts of power; the 
BT Bashing Ball will blow them back. 

Shadow Clouds. Another of the defenses of the Tower of Shadows; 
they’ll rain on your parade. 

Snotball. Yes, just like it sounds. You don’t even want to think about 
getting too close. 

Snowball. Baby, it’s cold inside. 

Spike Ball. A deadly menace, it revolves around the Dark Queen’s Tower 
of Shadows. 

Spikeback. Real sharp dressers. 

Sucka. Its spinning blades are perfect for making toadburgers. 

Swellcheeks. Real windbags, they blow hard at the Tower of Shadows. 

Whirlpools. Wander into one and go down the drain. 


POWER PLAYER HINTS 
Eat as many flies as you can; they give a toad a lot of energy. 
You’ll find—and need—the Jet Turbo in Level 7, Volkmire’s Inferno. 


Battletoads is a trademark of Rare, Ltd. © 1991, Rare Ltd. Game pak © 1991 Tradewest. 


Smash TV™ 


8 RESPONSE: 8 
8 ULTIMATE SCORE: 24 


Are you ready for Prime Time, 1999-style? Then get up off your couch, 
potato, and play the ultimate television game show: Smash TV. You’ll 
literally bet your life against wave after wave of armed opponents— 
human, humanoid, and mechanical. 
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If you win, you’ll be rewarded with VCRs, toasters, and vacuum 
cleaners. And your life. 

Smash TV was a smash hit in video arcades, and it is well translated to 
the NES game pak. And it includes an unusual option that allows you to 
simulate the buttons and joysticks on an arcade machine by using two 
Nintendo controllers for a single player, or four controllers for two players. 

The two-player version is a cooperative game, with both contestants 
working together to destroy the enemies. However, the winner of the 
game is the player who collects more money. 

In any case, this is an entertaining and slightly unusual shoot-em-up 
game that will tire your trigger finger quickly. Acclaim. One or two 
players. 


Here’s your cheery host, surrounded by a pair of pretty bookends. This screen 
serves the same purpose in the game as do the young women on many game 
shows: Nothing. 


CONTROL PAD 
SINGLE CONTROLLER (1 player-1 controller or 2 players-2 controllers 
option.) 
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Arrows: 

Move your player and aim your weapon up, down, left, or right. 

“A” BUTTON: 

Fires all weapons. 

“B” BUTTON: 

Keeps weapon firing in the direction it was aimed when button is first 
pushed, even if your player has changed direction of movement. 

TWO CONTROLLERS (1 player-2 controllers or 2 players-4 controllers 
option.) Gives you the feel of an arcade machine, allowing you to use 
one controller for movement and a second controller for weapons. You 
must use a 4-player adapter to use four controllers. 

Controller 1 or 3: 

Use arrow pads to move your player around the arena. 

Controller 2 or 4: 

Use arrow pads to aim the weapon; press the A button to fire weapons. 

“A” BUTTON on Controller 2 or 4: 

Fires all weapons. 


You'll begin your do-or-die journey in the Smash TV studio. As you move 
from stage to stage you will be able to consult a map of your progress. 
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One of the most powerful weapons is the whirling Ninja Blades, which will cut 
down any enemy they touch. The individual blades will go away, though, when 
touched by an enemy’s weapon. 


SPECIAL ITEMS and WEAPONS 

You begin your contest with your basic machine gun, along with a 
temporary mobile forcefield. But to finish a round you will need to pick 
up and use the various special items that will appear on screen. 

Move over a weapon or power-up to use it. Only one type of weapon 
can be used at a time, although power-ups such as increased speed or an 
improved forcefield can be used with all weapons. Special items include: 
Missile. Zzzoom. 

Ninja Blades. They rice and dice in several directions. 
Scatter Gun. Three-way fire. 
Spew Weapon. Looks like a bomb to us. 
Fast Feet. Speeds your character. 
Shield. 
Cash. 
Gold. 
Extra Life. A 1-up. 
As you move through the game, you will also have the opportunity to 
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pick up, as they say on TV, wonderful prizes to take home. Items include 
Single Blue Orbs, Laser Orbs, Orb-Trains, Hulk Clubbers, Shrapnel 
Bombs, Floating Robots, Tanks, Red Swarmers plus VCRs, Toasters, 
and Vacuum Cleaners. 

The largest caches of cash can be found in the key rooms, which are 
indicated on the maps shown at the start of each round. 


WORLDS 
There are four rounds to the game, each with its own Super Opponent 
who appears at the end of the level. 
Round 1: Mutoid Man. Round 3: Cobra Twins. 
Round 2: Scarface. Round 4: The Game Show Host with 
the Most. 


NUMBER OF LIVES 
You begin the game with three lives; extra lives can be added by grabbing 
1-Ups. 


Smash TV is a trademark of Williams Electronic Games, Inc. © 1990 Williams Electronic 
Games, Inc. Game pak © 1991 Acclaim Entertainment, Inc. 


Snow Bros.™ 


GRAPHICS: 7 RESPONSE: i 
FUN: 8 ULTIMATE SCORE: 23 


Who are these guys? They look vaguely like escapees from a Maurice 
Sendak book—kind of the Wild Things meet the Game Boy. 

The Snow Bros. is a very cute arcade game that moved from 

the video arcade to the NES and Game Boy in late 1991. Like Bubble 
Bobble and Burger Time, it is a very silly, very entertaining game that 
almost defies definition. But that has never stopped us before: you are one 
of the Snow Brothers and you have to make your way across 10 stages 
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jammed full of creeps like Trolls, Red Devils, and Fire-breathing 
Dragons. And those are the easy guys: at the end of each stage is a 
fearsome boss. 

Now, you are not without your resources. Yes, you are equipped with 
your own super-duper weapon: snowballs! Honest. 

We looked at an early preproduction copy of the game; some details 
may change in the final product. Capcom. 


Our friendly Snow Brother stands near the center of this early screen, 
pondering his fate. Get as close as you can to the various enemies and toss 
snowballs at them; if you throw enough, the enemy will change into a giant 
snowball. 


CHARACTERS 


You are a Snow Brother. 


CONTROL PAD 

Arrows: 

Press to move your brother left or right. 
“A” BUTTON: 

Jump. 

“B” BUTTON: 
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Throws snowballs in the direction you are facing. 


The monsters get thicker and more dangerous deeper into the game. Press the B 
button to start the snowball rolling to smash everything it bumps into until it 
comes to the bottom of the screen. 


PREVIEW 

How do I defeat the enemies? That’s what we like: a question that gets 
right to the heart of the matter. This entire game is one big snow job. 
Throw small snowballs at the enemy to freeze them for a moment. If you 
throw enough, the enemy will change into a giant snowball. When this 
happens, push against the giant snowball and press the B button to start it 
rolling across the screen to smash everything it bumps into until it comes 
to the bottom of the screen. When you’ve smashed all of the bad guys on 
the screen, you will bounce up into the next screen. 

How do I beat the boss? It will take 10 giant snowballs bouncing into 
him, no more or no less. 

What are the special items that appear after you smash an enemy? 
Among the goodies (depending on how you feel about Japanese-style raw 
fish) is sushi, good for bonus points. You’ll also find vials (bottles) that 
contain potions that allow you to move faster or throw larger snowballs. 
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No matter what I do, I can’t jump to the highest platform. Got any 
hints? Sure. Turn one of your enemies into a giant snowball. Now, instead 
of pushing him, try jumping on him and then jumping off of the high 
snowball to the ledge above you. 


Snow Bros. is a trademark of Capcom U.S.A., Inc. Game pak © 1991 Capcom. 


Here’s our boy Bloop at the start of a stage. Run and grab as many of the eggs as you can 
while the coast is clear. 
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Dino-Mite! Out of the mists of the past comes a clever and fun maze- 
munching game, kind of a prehistoric Pac-Man. 

The Land of Og is the home of Trog the one-eyed caveman. It is also 
the home of two mischievous little critters named Bloop and Spike who 
just love to tick off Trog by stealing his eggs. One or the other or both run 
around the mazes of the game grabbing eggs, all the while chased by 
Trogs. The boys also have to avoid tar pits, balls of fire, the surrounding 
ocean, and other hazards; they can, though, pick up special items that 
allow them to turn the tables on Trog. 

Some of the island mazes are blocked off with dinosaur bones and you 
will have to carefully use a transporter to warp around them. Or, you can 
use a Trog catapult to get over waterways in the middle of the island. 
Watch out, though, that they don’t throw you too far. And watch out for 
Trog’s Spring Shoes which make him into a bouncing fool. 

The graphics are cute and entertaining and game play and controls very 
nicely programmed. We worked with an early preproduction version; 
some details may change in the final game. Acclaim. One or two players. 


CONTROL PAD 

Arrows: 

Press to change the direction of the Dino-Mites to up, down, left or right. 
“A” or “B” BUTTONS: 

Press to throw a punch. 


PLAYING THE GAME 
Your goal is simple: to clear the maze of Trog’s eggs. In the two-player 
game, you must clear just those that are your color (yellow for Spike and 
blue for Bloop). When you have completed your assignment, a “Home” 
marker will appear on the screen and you will need to pass through that 
door to the next level. 

Avoid the Trogs to pick up eggs, or stand and face your pursuer and 
knock him off the maze with a few punches. You can also use one of the 
special items to improve your chances of success. 


SPECIAL ITEMS 

Look for unusual items on the mazeways. The following are goodies: 

Catapult. Allows you to fly over a gap. 

Hot Tamale. Scarf one down and for a short period you will be able to 
barbecue Trogs on the run by pressing the A or B buttons to send out 
balls of fire. 

Ice Cube. Run over one to freeze time for a short period; all of the Trogs 
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will just sit there while you run around grabbing eggs. 

Lucky Horsehoe. Strap one on your feet for a few seconds of 
invincibility. 

Pineapple. The most valuable of all, it turns your Dino-Mite into a 
gigantic Trog-eating Tyrannosaurus Rex for a short period of time. 
While Spike or Bloop is large, they can run right into a Trog and 
gobble him up, and jump over pits without breaking stride; as the 
bonus period begins to run down, the Dino-Mite will flash for a few 
seconds before he returns to normal size and abilities. 

Red Flower. Hotcha! A quick spurt of running power. 

Warp. Dive in to move to the identical symbol elsewhere on the current 
maze. 

Beware of the following: 

Fire. Roasted, toasted Dino. 

Mushroom. It will slow your Dino-Mites down to a crawl, giving the 
Trogs a tremendous advantage. 

Tar Pit. Glug...glug...glug. 

You will score points for each egg you grab, for each Trog you defeat 
in battle, and for clearing a level. 


The coast is no longer clear, as Bloop is now under pursuit by a trio of Trogs. However, 
Bloop has just swallowed a Pineapple and has changed into an avenging T-Rex. 
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25,000 PIS. FOR WINNING 


What a happy little guy Bloop becomes when he clcars all of the eggs and crosses 
through an Exit to pick up bonus points. 


BONUS LEVELS 
Trog BBQ. 
Diamond Stealing. 
Trog Feast. 


NUMBER OF LIVES 
You begin the game with three lives to lose, plus three continues. 


OPTIONS 

In the two player game, whichever player presses Start first will be the 
one to select the level of play; in a single player game, you will have 10 
seconds to make a choice. 

Island 1 (Easy.) 0 point level bonus. 

Island 2 (Advanced.) 200,000 point level bonus. 

Island 3 (Expert.) 400,000 point level bonus. 


POWER PLAYER HINTS 
Some of the island mazes are very obvious, but others include fences 
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made of Dino bones. The only way to get across them is through the use 
of transportation chambers. You will move from identical warp symbol to 
its identical match elsewhere on the screen; be careful not to warp directly 
into the waiting jaws of a Trog. 

If you begin the game in the single-player mode, you can add a second 
player at a later stage by pressing the start button on the second controller. 
At that point all of the eggs on the screen will become striped, allowing 
either Spike or Bloop to grab them; once the current level is over, the 
game will proceed with yellow eggs for Spike and blue for Bloop. 

You can use this ability to add a second player as one way to extend 
your game play; bring the second player into the game just before the first 
runs out of lives and continues. 


Trog is a trademark of Acclaim Entertainment, Inc. © 1991. Licensed from Midway 
Manufacturing Co. 


Wolverine™ 
GRAPHICS: 8 RESPONSE: 8 
FUN: 7 ULTIMATESCORE: 23 


Slash, slash, the gang’s all here. It’s the X-Men vs. the Brotherhood of 
Mutant Terrorists in a wild battle featuring a set of pretty evenly matched 
fighters for good and evil. 

On the side of the right is the Wolverine, who includes a set of foot- 
long metal claws. He is assisted by his weird cohorts Havok, Psylocke, 
and Jubilee. The bad guys feature Sabertooth and Magneto. 

This is an intense, well-drawn kick, punch, slash, and shoot fest. We 
worked with an early preproduction version; some details may change in 
the final game. LJN. One player only. 


CONTROL PAD 
Arrows: 
Moves the Wolverine up, down, left, or right on the screen. 
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“A” BUTTON: 

Press to jump. 

In swimming scenes, press to jump out of the water. 

“B” BUTTON: 

Press to punch. 

In swimming scenes, press to swim. 

Select Button: 

Extends Wolverine’s claws, or calls Havok. 

When your strength meter is beyond the red units (in the upper eight units) 
the claws will extend; if your strength is down to your last four units 
and if you have found Havok in his hiding place in the second level, 
pressing the Select button will summon Havok to help Wolverine. 


Dancing with the Wolverine, you will have to jump from tiny platform to 
platform. Use our hero’s tremendous athletic ability to lean way out over the 
edge to make difficult leaps. 


THE GOOD, THE BAD, and THE UGLY 

The X-Men are good guy mutants who possess special powers. 

Wolverine. His real name is Logan and his occupation is a captain in the 
Canadian forces. But his most memorable feature is a pair of 


20 Ultimate Unauthorized Nintendo Classic Game Strategies 


indestructible Adamantium claws. On command, these fearsome 
devices project out from each of his arms about a foot; one swipe is 
usually enough to carve up an opponent. 

The claws are not the only part of the Wolverine that are made of 
super metal. He also has an Adamantium skeleton that makes him 
almost invulnerable to damage. And if that is not enough, the Wolverine 
also possesses an extraordinary ability to recover from wounds. 

But all of this power also extracts a sometimes dangerous price. The 
more battles he engages in, the more likely he is to undergo a 
“berserker” rage; watch the gauge on screen. 

Havok. Known to his momma as Alexander, he is a reserve member of 
the X-Men. A graduate student in geophysics, he has developed the 
superhuman ability to absorb ambient cosmic energy into his body and 
then to release it as electromagnetic waves. The waves are so strong 
that they turn everything they come into contact with—including air— 
into super-heated plasma. 

The Wolverine can call Havok to take over for him for a period of 
time; while he does so, the Wolverine’s energy level will be restored. 
Change back once the Wolverine is at fighting strength so that you do 
not use up all of Havok’s energy at once. 

Psylocke. Elizabeth “Betsy” Braddock is a real stunner; not only is she a 
former fashion model, she also possesses super psychic abilities that 
allow her to stun the minds of others with “mental bolts.” Psylocke can 
also read minds and communicate mentally over a long distance. 

Jubilee. Like, awesome. Really. Jubilee Lee is a California party person 
who has brought her amazing acrobatic abilities to the X-Men team. 
She also is capable of creating plasmoids of colorful light. 

Here are the two leading enemies: 

Sabertooth. A professional assassin by trade, he has many of the same 
capabilities of his archenemy, Wolverine. For example, Sabertooth is a 
fierce fighter with the ability to heal very rapidly. He also has a 
superhuman sense of sight, hearing, smell, and taste, all of which he 
uses to his advantage in tracking enemies. 

Magneto. A leading member of the Brotherhood of Evil Mutants, his 
goal is no less than that of world conqueror. He has a power somewhat 
like that of Havok: Magneto can harness the power of electromagnetic 
energy to move people, buildings, land, and even change the weather. 


WORLDS 
Level 1: Technofear. A world of deadly machinery and electronics. Right 
at the start you will probably find that Wolverine can’t seem to make 
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an important jump; use the Wolverine’s ability to hang over the edge 
on one foot to give him a leg up before he jumps. 

Level 2: Battle in the Skies. A windy world, home to Havok, a friend 
worth having. 

Level 3: Dungeon of Traps. It’s an old, old place but the danger is here 
and now. 

Level 4: Trial by Water. An underwater maze. Be sure to watch your air 
supply. 

Level 5: Land of Nightmares. 

Level 6: Trial by Fire. Stay cool. 

Level 7: Into the Fortress. The locals are armed and very dangerous. 

Level 8: Meet Magneto. He’s dangerously attractive. 

Level 9: Sabertooth’s Revenge. He’s not expecting you, but that doesn’t 
mean he’s not prepared. 


Decisions, decisions. In this game, it’s quite polite to eat and run, or shoot and 
then eat. Either way, grab those burgers for energy. 


NUMBER OF LIVES 
Wolverine begins the game with three lives. Wolverine will lose units on 
his strength bar when he is struck; he will lose an entire life immediately 


22 Ultimate Unauthorized Nintendo Classic Game Strategies 


if he falls down a chasm. 

You can call on Havok to restore Wolverine’s energy. Another way to 
boost the energy level is to eat the Wolverine’s secret food source: 
hamburgers. Drink Power Potions to build up strength and Berzerker levels. 

You can also grab 1-Ups for additional lives, or Free Game icons to 
add continues to the one continue you begin with. 


SCREEN DISPLAY 

There are six important indicators across the bottom of the screen. 

Score. The current point total. 

Lives. Remaining Wolverines. 

Strength Bar. You begin the game with 12 units on the scale; each time 
you are hit you will lose units and when all are gone, you will lose a life. 

Havok. Indicates the energy bar for Havok. 

Air. Your remaining air supply for underwater scenes. When it reaches 
bottom, so do you. 

Berzerker. When it becomes totally red, you become totally mad. 


POWER PLAYER HINTS 
Enter any door you come to and take items within; some doors will not 
allow you to enter at a later time. 

When your claws are extended, Wolverine will be invincible. However, 
your energy level will quickly drain while they are in use. 

If a jump seems impossible, try kneeling down and punch at the air. 
Something just might happen. 


Wolverine is a trademark of Marvel Entertainment Group, Inc. © 1991 Marvel 
Entertainment Group, Inc. Game pak © 1991 LJN, Ltd. 


E 
Kiddie Capers 


Crazyland ™ 


GRAPHICS: 8 RESPONS 8 
FUN: 8 ULTIMATE SCORE: 24 


Be sure to buckle the seat belt on your easy chair before you take off on 
the topsy-turvy roller coaster world of Crazyland, a cute entertainment for 
younger Nintendo players. 

Our hero is Dewey. It seems that his girlfriend Dixie has been 
kidnapped (of course!). Dewey chases them to the gates of the Crazyland 
amusement park. When he gets there, though, he finds that something 
very strange is going on: the park is deserted of ordinary guests. 

Dewey must make his way through the park on the roller coasters, sky 
ride, and other attractions. All the while he must battle against the evil 
and threatening strange creatures he meets; his defense is the soccer ball 
he carries with him. 

We enjoyed this pretty and relatively gentle game. We worked with an 
early preproduction copy; some details will change in the final product. 
NTVIC. One player only. 
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Dewey meets a killer clown from Crazyland, armed only with his little soccer 
ball. 


CONTROL PAD 

Arrows: 

Press right or left to make Dewey move in those directions. 

Press up to make Dewey look up; press down to make Dewey sit down. 

On the Roller Coaster, press left to revolve the car. 

“A” BUTTON: 

Press to jump. Press and hold the button for a high jump. 

On the Roller Coaster, press the A button to make the car jump. 

“B” BUTTON: 

Press to kick Dewey’s ball. 

Press with the Up arrow to make Dewey kick the ball straight up. 

Press the A and B buttons to make Dewey jump and kick the ball at the 
same time. 

On the Roller Coaster, press the B button to increase the speed of the car. 


WEAPONS and STRATEGIES 
When Dewey defeats one of the major enemies, his soccer ball powers 
will increase. You can tell when Dewey has improved his abilities when 
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his color changes, as follows: 
Blue. Small ball sent in one direction. 
Green. Small ball sent in two directions. 
Yellow. Soccer ball sent in one direction. 
Red. Soccer ball sent in two directions. 
When Dewey is at his highest level, red, he is also at his greatest 
vulnerability. He will lose a life when damaged. 


Along the way, you'll have to learn how to get over or through various 
obstacles. Here you must time your jump onto and off the bouncing balls to get 
over the walls. 


SPECIAL ITEMS 

When Dewey defeats some of his pursuers, they will leave behind special 
items. Grab them. 

Clock. Freezes the movements of the enemy for a period of time. 

Heart. Restores damage to Dewey by one level. 

Dewey Face. Improves Dewey’s power level by one. 

$. Increases bonus points. 

Little Bird. Use the bird to hit enemies. 

Invincibility Icon. Makes Dewey untouchable for a short period of time. 
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The roller coaster is a lot of fun, but the designers seem to have forgotten to 
install a few pieces of track here and there. Be sure to jump your car across 
the gaps. 


POWER PLAYER HINTS 
You’ll need accurate and lengthy jumps and kicks to win; practice your 
skills in the easier early levels. 

Perfect the midair kick technique to reach enemies at upper areas of the 
screen, and to pop up and hit enemies shooting at you. 


Crazy Land is a trademark of VAP, Inc. © 1991, VAP, Inc. Game pak is © 1991 NTVIC. 
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The Little Mermaid™ 


RESPONSE 


Ariel can swish her tail to dig through the sand in search of pearls or special 
items. But be careful—see those little eyes poking up through the sand? 
There’s a monster down there. 


This is a fishy little game aimed at the young fans of Disney’s charming 
mermaid movie of the same name. It’s a relatively gentle, pretty, and cute 
game with a bouncing digital soundtrack of the “Under the Sea” song 
from the film. 

Capcom says that this game is the first video challenge designed 
specifically for little girls. Even the programming and game producer 
were female. 

It seems that the Evil Witch Ursula has taken over the ocean and 
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Flounder, Sebastian, Scuttle, and all of the other friendly creatures of the 
sea are in trouble. 

Ariel works her way across five worlds of undersea challenge, picking 
up special items from beneath the sands or inside treasure chests. 


CONTROL PAD 

Arrows: 

Moves Ariel left, right, up, or down. 

“A” BUTTON: 

Swishes Ariel’s tail when she is in the water. Makes Ariel hop when she 
is on land. 

To jump up onto land, ice, or other objects out of the water, press the A 
Button together with the Up arrow. 

Press with the right or left arrow to push a bubble or shell. 

“B” BUTTON: 

An all-purpose speed-up button. Press to make Ariel swim faster. 


In one of the underwater mazes, Ariel brings a shell to a treasure chest hidden 
under an overhang. 
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WORLDS and STRATEGIES 

Sea of Coral. The first challenge of the game will become quite familiar 
by the time you reach the end: gulping guppies, bothersome bluefish 
and terrible tuna. They’re all pretty easy to deal with, though: swish 
Ariel’s tail at them once to freeze them and a second time to encase 
them in a bubble. See Power Player Hints for things to do with your 
fish-bubbles. 

Be wary of the pretty starfish that will bubble up from the sea 
bottom; they’re easy to avoid when they go up, but don’t forget that 
they will drop down from the surface a moment later. You can freeze 
them—one by one—with a well-placed swish or merely avoid them 
with good timing. 

The boss of the stage is a large shark. Here’s where fish-bubbles 
come in handy again: capture little fish in bubbles and throw them at 
the shark repeatedly until he swims away, leaving the exit unguarded. 

Sunken Ship. The new challenges in this level include obnoxious 
octopuses and eeky eels. A shell in the hand is a good defense against 
the inky octopi. You can find some shells hidden in the first sandy area 
you come to; use Ariel’s tail to dig. 

If you have collected a red pearl or two, you will have the strength to 
roll barrels down the stairs to crush any enemies in the way. They’Il also 
pop open any treasure chests they run into before they exit the screen. 

The eel will stick its two heads out from the timbers of the ship near 
the end of the stage. Destroy it by swishing your tail at frogs and 
putting them into bubbles; throw the bubbles at each of the eel’s heads 
three or four times. The frogs sometimes bunch up and make it 
difficult for you to carry a bubble to the eel, but you have time. 

Sea of Ice. A maze here extends above and below the cold waters. You’ll 
have to launch Ariel out of the water to get to some of the shells parked 
on ice floes. Practice your jumps from a standing start and while 
swimming to learn the difference in height and distance of jumps. 

Don’t waste your shell on the first treasure chest you come to. It is 
empty; go for the second one. 

The boss here is a wicked walrus, one of the most difficult 
challenges of the game. You’ve got falling blocks of ice, you’ve got 
passing schools of fish and you’ve got the big beast himself. The trick 
here is to grab the falling shells and bring them to the surface. Swim 
Ariel across the surface toward the Walrus and then launch the shell up 
on the ice block. You’ll need to make contact three or four times to 
clear the stage. 

Undersea Volcano. Aren’t those little shells sticking out of the sand 
pretty? Wait a minute! They’re moving. Oops—they just jumped out 
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of the sand and ate Ariel. Get the point: stay out of the way. But, once 
the big fish is out of its sand pit hiding place, go back and use Ariel’s 
tail to do some excavating and you might find buried treasures in some 
but not all of the sand. 

Down below in a cavern of the lava pit is an Ariel doll worth an 
extra life. The only way to get at her, though, is to move rocks out of 
the way and the only way to move rocks is to collect red pearls first. 

The boss in the sunken Spanish galleon at the end of the stage has a 
navy of spiky creatures and fishy cannonballs. Avoid the spiked 
creatures and bubble over the fish. As with the other bosses, the key 
here is to throw the fish at the soldier. 

Ursula’s Castle. The final challenge also begins with a maze. Look for 
the fish-mouth cave openings and press the A button to transport to 
another area. But there are so many caves! Which one should you use? 
See Super Secrets for a winner of a hint. 

Eventually you will find yourself face to ugly face with Ursula. The 
challenge here is the same as used for the earlier bosses: avoid the spiky 
urchins that the Sea Witch will throw. Catch fish in bubbles and throw 
them back. The witch’s face will turn green with rage each time you hit 
her with a bubble, but eventually she will burst like an old balloon. 

But wait: She’s back for one more fight, and she has grown even 
larger (and dare we say, even uglier). Each time the Sea Witch throws 
a lightning bolt from her trident, the underwater currents change 
violently. You can see which way the seas are flowing by looking at 
the small pieces of seaweed sticking up from the bottom. 

Keep landing fish-bubbles on her head, and eventually she will go 
away for good and Ariel can return to human form and marry Eric. 


SPECIAL ITEMS 

Don’t miss a chance to grab every shell. They’ll protect you from many 
enemies while you carry them. And, they’re needed to break open 
treasure chests. Many of the shells can be seen on ledges and the sea 
bottom; others are hidden beneath the sand. You can use Ariel’s tail as a 
shovel to dig them out. 

The goal of this game is to get from the beginning to the end; points are 
mostly for ego. There are, though, four special items you will find— 
usually buried in the sand. They are: 

Dinglehoppers. We’d call them forks, and they’re worth 500 points. 

Snarfblatts. They look like pipes to us, worth 800 points. 

Hearts. Now here’s something useful: each is worth an energy unit. 

Ariel Dolls. The ultimate present, each is a 1-Up worth an extra life. 
Some are in hard-to-reach places, blocked by rocks. 
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Ugly Ursula throws urchins. But don’t let that worry you: you’ve got fish in 
bubbles to throw. Keep bouncing those bubbles until she bursts. 


SPECIAL POWERS 

The key to success in this game is to have your Ariel character fully 

powered. At the start of the game all she has is the ability to pick up shells 

and to capture small fish in bubbles. You should make it an early goal to 
crack open a treasure chest with a shell to obtain a red or green pearl. 

Red Pearls. They will increase the power of your bubbles. One pearl 
gives you the power to catch most enemies with a single swish, and the 
ability to push barrels. You’ll need two pearls to be able to move a 
small stone or catch larger creatures. If you have three red pearls you 
can catch the largest enemies and move the biggest rocks. 

Green Pearls. Each one you grab will increase the distance your bubbles 
will travel. 

Press the Start button to check on your status. 


SUPER SECRET! 
The dragon’s eyes will glow when you are in front of the right tunnel out 
of Ursula’s castle. 
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POWER PLAYER HINTS 
The fish are unfriendly to Ariel, but she can often avoid them by 
swimming away. At other times, press the A button to swish her tail to 
send bubbles. At the start of the game, the first contact will freeze the 
enemy, the second will capture the fish within a bubble. Grab the bubble 
or swat at it with your tail. 

Grabbing hold of the bubble and moving with it until you bump into 
another enemy will remove both from the screen; you will also use the 
bubbles to destroy the bosses of the game. 

You can freeze the starfish for a short while with a good swish. 

Hold onto the shells when you enter a treasure chest area that is 
defended by a lot of enemies. You can destroy most of them by running 
right into them while you carry the shell. When the area is clear, go for 
the treasure chest. 

Midway through the Sunken Ship stage you will find a 1-Up Ariel doll at 
the left side of one of the ledges. But it is blocked by a barrel—swish the 
barrel with your tail (if you have collected at least one red pearl) and let it 
smash into the wall; the doll won’t be hurt and you will gain an extra life. 


Disney’s The Little Mermaid is a trademark of The Walt Disney Company. ©, 1991 The 
Walt Disney Company. Game pak © 1991, Capcom USA. 


TaleSpin™ 


RESPONSE: 
ULTIMATE SCOR 


Why is everybody always picking on Baloo Bear? All he is trying to do is 
complete his job: pilot the Mini Sea-Duck and pick up crates of cargo for 
his customers. But his old nemesis Don Karnage and his gang of aerial 
pirates will do just about anything to get in his way. It’s a crowded space 
up in the skies over Cape Suzette: cannonballs, baseballs, ghosts, and 
wrecking balls; helicopters, submarines, and hang-gliders. 

This is an entertaining game for the younger player, a worthy successor 
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in the Disney series that includes DuckTales and Rescue Rangers. 
Capcom. One player only. 


CONTROL PAD 

Arrows: 

Fly up, down, backward, or forward on the screen. 
“A” BUTTON: 

Flip upside down to shoot rearward. 

“B” BUTTON: 

Fire the cannon. 

Start Button: 

Press to display the Status Screen. 


ai 


Mayday, mayday! Baloo parachutes to earth after his fighter has come in 
second in a dogfight against one of Don Karnage’s flyers. 


WORLDS 

Round 1: Over the Sea. Enemy aircraft, helicopters, bubble machines, 
and submarines. 

Round 2: The Baseball Stadium. It’s batting practice time, and Baloo is 
right in the middle. There’s a big, bad baseball boss at the end of the 
stage: shoot when the creature is in midair. 
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Round 3: The Starry Sky. Sky sharks, satellites, and a dangerous sky 
ship. The most difficult spot, though, is the two-part pistol at the end. 
It will jump from side to side; be ready to turn your Mini Sea-Duck 
upside down to change the direction of your cannon. If you don’t 
polish the pistol off quickly, they will split and appear one on each side 
of the screen for an almost impossible challenge. 

Round 4: The Haunted House. Just what you’d expect: pesky ghosts, 
dangerous chandeliers, and other various difficulties. Watch out for the 
Invisible Man, if you can find him. 

Round 5: High Above the City. The pirates have taken to hang-gliders, 
and there are other big city dangers including berserk construction 
workers and a gigantic wrecking ball. 

Round 6: The Mining Tunnels. Follow the bouncing boulder. 

Round 7: Jungle Junket. Creepy creatures and vexatious voodoo. 

Round 8: The Snowy Alps. The ultimate battle awaits, but first you must 
avoid the skiers and an avalanche of snowballs. There will be a final 
aerial combat session against Don Karnage before you must face the 
Tron Vulture flying fortress. 


SPECIAL ITEMS 

As if you don’t have enough to keep you busy as you dodge enemy 

pirates or fire your cannon, you should also be on the lookout for assorted 

special items. Some will be lying around on the ground, in the clouds, or 

within buildings. Others will only appear after you shoot enemies—if 

there is a special item within, the first shot will change the enemy airplane 

into a balloon. Shoot the balloon to reveal the item within and fly over the 

item before it hits the bottom. 

Heart. Restores your life energy. 

Money Bags. Moola to spend on equipment at Wildcat’s hangar. 

Cargo Boxes. Pick up all that you can; if you collect all of them in a 
stage, you will earn a perfect bonus score. 

Fruit. Grab them in midair or on the ground for bonus points. Here are 
the values for the fruit: 

Cherries .100 Bananas. 500 

Grapes. 200 Strawberries. 1,000 


BONUS ROUND 

Oh, and one more thing to look for: in each round there is a hidden door 
that leads to a bonus round. You’ll have just 40 seconds to control Kit 
Cloudkicker as he tries to pop balloons and then pogo through the fruit. 
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PARTS FOR THE ENGINE: 
4200000 


Wildcat will offer to make repairs to Baloo’s Mini Sea-Duck at the end of each 
round. Use your money on your fighter; it makes no sense to be very rich but 
very dead. 


THE HANGAR 

At the end of each round, Baloo will meet up with his personal mechanic, 
Wildcat, for emergency repairs to the Mini Sea-Duck. Spend the money 
you have earned to upgrade your fighter. 

Move the onscreen arrow to an item and press Button B to learn its 
price; press Button A to make a purchase, if you’ve got the scratch. Press 
the Start button to return to the game. 

Mini Sea-Duck. A 1-Up for an extra life. 

Armor. Defends the Mini Sea-Duck from enemy fire. 
Engine Power. Boosts your fighter’s speed. 

Rapid Shot. Gives your cannon continuous fire. 

Super Rapid Shot. Faster and more powerful cannon fire. 
Continue. Adds another continue to your game. 

Heart. Extra strength. 


CONTINUING 
You’ll start the game with three Continues in storage; you will return to 
the beginning of the round you were in, keeping all of your money and 
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points but losing any special item you purchased at Wildcat’s Hangar. 
Note that you can purchase additional Continues at the Hangar, too. 


POWER PLAYER HINTS 
In Round 1, as well as other areas of the game, the safest place to be is 
way up high. Duck down to pick up bonus items or to shoot the 
occasional enemy. 

You don’t have to shoot at everything; many enemies can be avoided. 
However, shooting is the key to uncovering many of the Power-ups. 

You may find that you have more control over your fighter if you use a 
joystick. 


Pay attention to details in the complex screens of the game, such as this one on 
an offshore drilling platform. Some of the special items will be just lying 
around, as in the chests at lower right; others are hidden within other objects. 


SUPER SECRETS 
The door to the first Bonus Round will open when you shoot the lower 
water tower just before the waterfall in Stage 1. The second one is at the 
back end of the first Pirate Ship; shoot the crate. 

Shoot at anything solid to uncover 1-Ups. 


TaleSpin is a registered trademark of Walt Disney Co. Game pak © 1991 Capcom U.S.A., 
Inc. 


Se 


Silver Screen 


Beetlejuice™ 
GRAPHICS: 6 RESPONSE: 7 
FUN: 7 ULTIMATESCORE: 20 


This is not a manual, you understand? It is a set of illustrated excerpts 
from the “Handbook for the Recently Deceased.” 

Actually, it is a silly maze-arcade-quest game loosely based on the silly 
hit movie of the same name. In that film, the goofily happy young 
Maitland couple meet an untimely death in a car crash and are horrified to 
find that this perfectly awful family, the Deetzes, are moving into their 
dream home. The Maitlands find themselves in this cosmic waiting room, 
the world of the recently deceased. 

The Maitlands also meet one of the funniest and creepiest ghouls ever: 
Beetlejuice. He’s a hobgoblin for hire, and he offers to help the Maitlands 
scare the Deetzes out of the house. 

It’s a cute game, although the graphics and special effects are not all 
that impressive. LJN. One player only. 


CONTROL PAD 

SIDE VIEW SCENES 

Arrows: 

Press right or reft to move in those directions. 
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Press up to enter a building; press down to leave. 

“A” BUTTON: 

Press to jump. Press together with the down arrow to jump down. 

“B” BUTTON: 

Press to stomp beetles. 

Start Button: 

Press to pause and view Scares. 

TOP VIEW SCENES 

Arrows: 

Press to move up, down, left, or right. 

“B” BUTTON: 

Press to use a scare. 

Select Button: 

Press to pick up or drop an item. 

SCARE SELECTION 

Press Start to display available Scares. Use the Up or Down arrow to cycle 
through available scares and press the A or B button to select one. 
When you are back in the game, press the B button to use the scare. 


Beetlejuice, Beetlejuice, Beetlejuice! You’ve got to help us Maitlands scare the 
Deetzes out of our home on the hill. 
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WORLDS 

Level 1: The Village. Be sure to collect the Handbook of the Recently 
Deceased. You’ll need to get the key to the house and spook out the 
folk inside; the buzzing bees are bothersome. 

Level 2: Storm Drains. A side view voyage down the storm drains in a 
tiny dinghy. Meet, greet, and defeat the Crazy Octopus and Cavern 
Monsters. 

Level 3: The Maitland’s House. Start out in a top view of the basement 
where you’ll need to find scaring potion and the key to the kitchen. 
Once in the kitchen you’ll need to find the right door to the attic; pick 
the wrong one and you’ll meet your least favorite sand worm. You’ll 
eventually end up in the graveyard (won’t we all?) in a side view 
search for something at the top of the tower. 

Level 4: The Attic. A top-view maze with lots of secret passages and 
hidden doors and hidden keys. 

Level 5: Afterlife Waiting Room. 

Throughout the game, the Penalty Level home of the sandworms of 
Saturn awaits as punishment for missteps. 


NUMBER OF LIVES 

You begin the game with three lives. Beetlejuice can be “called” only 
three times before he loses a life; each time he is hit by an enemy counts 
as a calling. The number of calls is displayed as a number at the top 
center of the screen. 

You can pick up extra lives in various places in the game, or purchase 
them using Help Vouchers. You cannot possess more than nine extra lives 
at one time, though. 

You can continue your game three times. 


ENERGY LEVEL 
Stomp on beetles and eat them to restore some or all of your energy. 


SPECIAL ITEMS 

Each time you defeat one of your pursuers you will earn Help Vouchers 
which you can trade in at a Recently Deceased Information Booth. 
Stomp, jump, or shoot enemies to earn vouchers: 


Eliminating Ghost. 10 vouchers. 
Stomping on Beetles. 10-75 vouchers. 
Defeating Fly. 75 vouchers. 
Destroying Whirly Skull. 75 vouchers. 
Collecting Poison Bottle. 450 vouchers. 


Defeating an Octopus. 450 vouchers. 
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The game combines arcade action with a quest; you’ve got to locate the key 
and other items to enter the house and explore the attic and other locations. 


ATTENTION SHOPPERS 

They’ve got some nifty items for sale; too bad you’ve got to. be recently 

dead to get in the door. Here are the scares and special abilities on the table: 

Birdman. Beetlejuice won’t quite be able to fly, but he will be able to 
jump real high. He’ll also pick up some new shots. Use this ability to 
get at things that are out of reach. 

Skeleton. Your basic scary suit. Are bees afraid of bones? 

Two-headed Man. A more sophisticated assault on the eyes; the slimy 
Saturnian sandworm is scared silly. 

Ogre. A nasty spectre. Show him to the Cavern Monster. 

Ghost. A general-purpose scarifier. 

Medusa Head. Talk about slimy hair! The head full of snakes works well 
to freeze floating skulls. 

Umbrella Head. It’s raining inside; the octopi won’t like the change in 
weather. 

Snakeman. Beetlejuice’s favorite slithery side. 
You can also purchase Extra Lives for the dead. 
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As if you needed a wisecrack when you lose your last life after death! 
Beetlejuice is a tough critic. 


| ALWAYS WANTED TO KNOW 

Where in the world did they come up with that name, Beetlejuice? 
Betelgeuse, a bright red star in the Orion Constellation is the right 
shoulder of Orion the Hunter, among the most spectacular and easiest to 
recognize constellations in the skies. The stars are said to show a warrior 
holding a shield in his left hand and a club in his right. Betelgeuse is an 
Arabic word meaning “shoulder of the giant” and, yes, it is actually 
pronounced just about as if it were spelled Beetlejuice. 


POWER PLAYER HINTS 
In top-view screens, be sure to look under boxes. Carefully. Some have 
bonuses, but others have nasties. 


Beetlejuice is a trademark of The Geffen Film Company. © 1990 Geffen Film Company. 
Game pak © 1991 LIN, Ltd. 
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Bill & Ted’s Excellent Video Game Adventure™ 


GRAPHICS: 7 RESPONSE: 7 
FUN: 7 ULTIMATE SCORE: 21 


At the start of each level of the game, you’ll flip through the pages of the 
Historical Phone Book. You’re looking for a misplaced Historical Dudes and 
Babes with two phone numbers, one of them listed in red. That’s the number 
you need to dial. 


Like, weird. This is excellent, dudes and babes. Weird but excellent. Well, 
weird anyhow. Bill and Ted call almost everything excellent. 

Actually, Bill & Ted’s Excellent Game Boy Adventure is a rather 
entertaining and unusual challenge that combines elements of quest, 
maze, and arcade games. It is loosely based on the offbeat hit movie that 
tells the tale of a pair of super-cool dudes who travel back and forth in 
bogus history in search of bodacious Historical Dudes and Babes who 
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have become misplaced in time. If you don’t understand that last 
sentence, find a teenager to translate for you. 

It seems that Bill S. Preston, Esq. and Theodore Logan II, known to 
their friends as Bill and Ted, are destined to become famous in the future 
as the lead singers of the rock bank Wild Stallyns, bringing peace and 
harmony to the world through their music. 

Now here’s another call for a leap of understanding: it seems that some 
evil folk way in the future have travelled back into the past and messed 
things up by taking famous people from history and moving them to the 
wrong time periods. If Bill and Ted don’t make things right, though, the 
Wild Stallyns will never make it to the hit charts. 

We worked from a preproduction copy; some details may change in the 
final game. LJN. One or two players. 


CONTROL PAD 

Arrows: 

Press to move Bill or Ted on the screen. 

Press to flip through the phone book, or move cursors to make selections. 
“A” BUTTON: 

Press to jump. 

Press to enter and dial phone numbers or launch the phone booth. 
“B” BUTTON: 

Press to throw items. 

Press to erase phone numbers. 

Start Button: 

Press to display the inventory screen. 


PLAYING THE GAME 

You will start out as Ted. If he manages to locate his missing characters 
and brings them back, it will be Bill’s turn in a completely new adventure. 
From then on the two guys will take turns until everyone has been found 
and returned to their proper time. 

The missing dudes and babes are: King Arthur, Julius Caesar, Al 
Capone, Christopher Columbus, Cleopatra, Confucius, Thomas Edison, 
Elvis, Robin Hood, Jesse James, Marilyn Monroe, Rembrandt, Paul 
Revere, Sitting Bull, William Shakespeare, and George Washington. 

The locals may seem harmless enough, and when you bump into them 
the first time they may even have a tip for you. But if you bump into them 
a second time, they will extort some of your precious coins—or throw 
you in jail if you’re broke; try to avoid them. A third type of local will 
come right at you and is harder to avoid; use some of your Good Stuff 


44 Ultimate Unauthorized Nintendo Classic Game Strategies 


against them. 

Walk into any building with an open door; if you bounce off the door, 
dummy, that means it is locked. Come back another time and it may be 
open. 

You will also have to be careful in some of the conversations you hold 
with locals. Give the right response and you will be rewarded with a 
special item or a clue to Historical Bait, Good Stuff, or even one of the 
missing dudes or dudettes. 

Once you find a missing dude or babe and are able to lure him or her 
with exactly the right bait, they will accompany you back to their own 
time. That is, if you have enough coins and are skillful enough to direct 
the phone booth through the Circuits of Time. If you fail, the historical 
dude will escape your clutches and end up in a completely different time 
period and you’ll have to search all over again. Major bummer! 


Please stand by while we connect your call through the circuits of time. Each 
time a segment of the call is completed, you will be charged two of your 
precious coins, unless you are able to push the call along. 


STARTING THE GAME 
You’ll begin at the Historical Phone Book, where you will find the 
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names and phone numbers of all of the Historical Dudes and Babes of the 
game. Use the left or right arrows to flip through the pages of the book. 
Look for the lost person who has two phone numbers, one of them listed 
in red. That’s the number you need to dial. 

In some of the levels of the game, there are several dudes or babes to 
be rescued; you will continue to return to the phone book until you have 
located them all. 

Press the Select button to display the telephone key pad. Move the 
Cursor to the numbers you want and press the A button to dial; if you 
make a mistake, you can back through the numbers with the B button. 

Once you have dialed the number, you will find yourself spinning 
through the circuits of time. You’ve used up one of your precious coins to 
dial the number, now each time you allow the phone company to complete 
a segment of the call by itself you will have to deposit two more. 

Here’s how to save on your long-distance, long-time calls. Each time 
you see the telephone booth symbol settle down in one of the junctions, 
use the arrow keys to control your red circle and move it along the 
circuits. Press the A or B button to move the phone booth along toward 
the end of the circuit. It’s not an easy procedure. Try to avoid the skull 
circles, since they will randomly send the phone booth in the wrong 
direction. The booth will have to travel the last length of wire by itself. 


INVENTORY SCREEN 

Press the Start or Select buttons to check the stuff you have brought with 

you. 

OBJECTS. Use the arrow keys to select an item and press the A button to 
use it. 

Phone Booths. Each icon allows you to call the time machine. 

Keys. On an earlier trip through time, Bill and Ted left a limited supply of 
keys to get out of jail. They are the only way out of jail. 

GOOD STUFF. Use the arrow keys to select an item and press Start or 
Select to go back to the game. Press the B button to use the object. 

Pudding Cup. Not the sort of food a bodacious dude would eat; instead, 
throw it when you are being chased and your pursuers may stop for a 
bite. 

Fire Cracker. Toss one at bad guys and they’ll run away; if they can’t 
escape, they will blow up. 

Highly Dangerous Text Book. The words will clear the screen of any 
local enemies. 

Boombox. Like a modern Pied Piper—when you select the music 
machine and tum it on, all of the locals will start to dance and Stay out 
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of your way. But when the music stops... 

HISTORICAL BAIT. These are the items you will use to lure the figures 
from history into the phone booth. Actually, you won’t be able to find 
the missing dude or babe until you have found the right bait for them. 

Bait items are hidden in the various levels. Follow the clues you 
will pick up as you move about and jump onto the location of the bait 
to pick it up. The bait items are: Bag of Money, CD Player, 
Choppers, Compass, Credit Card, Fortune Cookie, Head Stone, 
Holy Grail, Lawn Chair, Lawyer Stuff, Megaphone, Paint Roller, 
Rose, Salad Dressing, Stage Prop, and Uzi. Some items are more 
obvious than others, although they are themselves a bit out of time. We 
don’t know if Confucius ever saw a fortune cookie; George 
Washington certainly wore false teeth (choppers), but we’re not sure 
that Sitting Bull would get the joke and settle into a lawn chair. Get the 
idea, though? 

COINS. You’ll need them to pay for any phone calls to historical dudes 
and babes. And, unhappily, some of the local upstanding citizens will 
hold you up for money—or throw you in jail if you’re broke. 


The first time you meet most of the locals they will likely offer you a hint or 
even some coins or good stuff; bump into them a second time and they'll turn 
nasty. 
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MOVING THROUGH THE WORLDS 

There are Open Areas where you can stroll anywhere, and Path Areas 
where you must stay on (you guessed it) the paths. You can jump from 
path to path; if you miss the path, you will have to jump back onto a path 
to continue movement. 

In some of the stages you will find a horse, which beats walking. Jump 
on it with an arrow key and the A button. Once aboard your stallion, use 
the left or right arrows to control direction, the up arrow to increase speed 
and the down arrow to slow. If you hit something, the horse will throw 
you and trot away. 

Another way to travel is in a canoe. Run and jump into it—do we have 
to warn you not to miss? Once you are in the canoe, you can use the 
arrow keys to move left or right, or to speed up or slow. Traveling in the 
canoe is quick and easy, but you won’t be able to collect special items. 

If you make it to the end of the river, or if you get to the end of the 
pathway on your horse, you will be rewarded with a bag of coins. 

And there are also some really, really fast ways of travel: warps in the 
fabric of time. One place you are likely to find these zones is inside 
rooms. Try to go out a door different from the one you came in; some, but 
not all, will let you out somewhere other than where you came in. 


WORLDS 

Medieval World Western World 
Ancient World U.S. Revolution 
Modern World Home 
DIALING FOR DUDES 


You can try a bit of Time Travel at any time in the game, except when 
you are in jail. You must, however, have enough coins in your pocket to 
place the call. Display the phone icon and press Up and the A arrow to go 
to the historical phone book, just as you did at the start of the game. 


PASSWORD 

While you’re flipping through the pages of the Historical Phone Book at 
the start of each session, go to the back and find your own password that 
will allow you to reenter the game at the highest level you have 
completed; record the number for future use. 
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POWER PLAYER HINTS 
Tips from the locals often refer to compass points. To go North, go Up; 
South is Down, West is Left, and East is Right. 

When you are exploring a level, you can walk off the Path Areas and 
avoid some—but not all—locals. 

If you enter a building and find it to be empty, try coming back later 
when you are in possession of the appropriate Historical Bait. 


Bill & Ted’s Excellent Adventure is © 1989 Nelson Films, Inc. Game pak © 1990 LIN, Ltd. 


This game is every bit as silly, offensive, and pointless as the television 
cartoon show of the same name, and it is just as much fun. 

If there was any place on earth where a bunch of space mutant aliens 
would feel at home, it probably is Springfield, home of Bart, Homer, 
Marge, Lisa, and Maggie: the (cue the music) Simpsons! They thought 
they could blend in with the weird local residents of the town and build 
their secret Ultimate Weapon to take over the rest of the world! 

But, no: Bart won’t let that happen to his fellow humans. He’ll make 
use of friends like Krusty the Clown and the statue of town founder 
Jebediah Springfield, together with his family members. He’ll battle 
against local enemies like Sideshow Bob, a traitorous former sidekick of 
Krusty; Jimbo, the only teenager in fifth grade; Ms. Botz, the baby-sitter 
bandit, and Nelson the bully and aliens featuring creepy Zebloids, 
Glondips, and Killer Klowns. 

Key to success is the unmasking of aliens from among the “normal” 
citizens. Luckily, Bart is equipped with a set of X-Ray specs that can 
show the difference: it seems that the locals are the ones without the 
hidden antennas on their heads. Be careful not to jump on a normal 
citizen, or you will lose points. 
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Each time Bart exposes one of the aliens, he will gain a letter of the 
alphabet to spell the name of one of the other strange members of his 
family. When the entire name is spelled out, Bart will be joined by a sister 
or parent for the remainder of the level. All of the Simpsons will unite for 
the last level. 

Bart vs. the Space Mutants is a rather difficult game, requiring a great 
deal of patience and practice. 


When Bart puts on his X-Ray specs he will be able to notice that the strolling 
passerby has alien antennae. By the way, did you ever wonder exactly what the 


show is at 2 or 4 p.m.? Drop by and see. Note the Krusty symbol up high; come 
back for across the top. 


CONTROL PAD 

Arrows: 

Move Bart left, right, up, or down. 

“A” BUTTON: 

Press to jump. To jump higher, press and hold the button. For a super 
jump, press the A button and immediately follow with the B button. (If 
you press the B button first, you will waste a shot from your weapon.) 
To have Bart walk faster, press the A button together with the left or 
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right arrow. 
“B” BUTTON: 
Press to shoot weapons or use spray paint can. 


WORLDS 

In each of the five levels of the game, Bart must collect or destroy a 

particular type of target of the Mutants. 

Level 1: The Streets of Springfield. Don’t ask us why, but the mutants 
are seeking anything colored purple. Bart can grab cans of spray paint 
and recolor purple to red. 

As we’ve noted, this is not an easy game, as you’ll find out right at 
the very start. Stop Bart just to the left of the jumping spider and study 
the timing. Jump and move to the right as soon as the spider lands in 
front of you and then jump again immediately, moving to the right and 
away from the spider. Another strategy is to jump onto the top of the 
trash can and catapult off its top. 

Level 2: The Springfield Shopping Mall. Now the mutants seem to 
think that hats are where it’s at. Some are just sitting around, while 
other-hats are on top of heads; knock them off first. Be sure to turn 
over garbage cans; you’ll never know what you may find inside. 

Marge, the mother of the Simpsons, will be waiting at the mall to 
help Bart if needed. Did you ever wonder what Marge hides under her 
towering beehive hairdo? 

Level 3: Krustyland Amusement Park. There are lots of balloons at the 
park, and the mutants want them. Bart can grab some of them, but 
others require the use of a slingshot which is hidden somewhere in the 
level. 

Bart will also be able to play a few of the carnival games at 
Krustyland. Look for Lisa to help out here. 

Level 4: Springfield Museum of Natural History. The mutants want to 
leave with all of the Exit signs. Bart can save many of them by 
grabbing them, but he’ll need to find the dart gun to shoot down the 
ones up high. 

Duhhh... it’s Homer himself, available to help if Bart will deliver 
him a box of donuts. 

The alligators in the swamp are nasty if you get in front of their 
snouts, but if you jump on their head you can ride them across the 
water. Jump on the top of the Venus flytrap to grind it out of the way. 

Level 5: Springfield Nuclear Power Plant. Now they’re getting serious: 
the mutants are collecting nuclear power rods. Bart must collect all 
that he can find and bring them back to the reactor in the basement, but 
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he can’t carry more than four at a time. 
In this level, Bart will need to use the elevators and stairs. See 
Power Player Hints. 


NUMBER OF LIVES 
Bart starts out with three lives. He will lose a life each time he is hit 
twice, or if he falls into a pit or other fatal spot. 

There are 1-Ups for extra lives when Bart collects the Krusty clown 
faces. He will also be awarded an extra life for each 15 coins he collects 
(but 10 coins will be subtracted when the new life is delivered). 


Some of the items available for sale at the hardware store, toy shop, and 
elsewhere will come in handy. The wrench, for example, can be used to turn on 
the fire hydrant which will wash the purple paint off the sign over the door. 


WEAPONS 


Bart can carry as many weapons as he can find, but each one has a limited 

number of shots. Consult the Status Screen to determine how much 

ammunition is left. 

Spray Paint. Essential to change the color of objects in the first level 
from purple to red. 
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Slingshot. There are 12 balloon-busting shots in each one found at the 
Krustyland Amusement Park. 
Dart Gun. Each can fire 12 darts at the exit signs of the museum. 


SPECIAL ITEMS 

Bart needs to collect coins to make purchases at the stores and arcade 
games. He’ll start out with 10 coins, and collect them throughout the 
game for feats like finding an alien or winning an arcade challenge. 

Here are some shopping hints: In the first level, be sure to stop into 
Tool World and buy a wrench. Then go back outside and use the wrench 
on the fire hydrant. The spray of water will wash away the purple wet 
paint on the canopy. 

Pick up a cherry bomb from Mel’s Novelty Hut and carry it with you 
until you get to the Pet Shop. See the pretty purple bird in the window? 
Don’t give him a cracker; instead, use the bomb to frighten the daylights 
out of it and make it fly away. 

At Toys ‘N’ Stuff pick up a whistle. Later on in the first level, when you 
find yourself outside the Old Age Home, blow the noisemaker and wake 
up the geezers. Grandpa thinks it’s funny, and he’ll toss you a few coins. 


| ALWAYS WANTED TO KNOW 

How do I get the Krusty clown face over the movie marquee early in the 
game? You can’t. At least not at first. A bit farther on, though, after you 
come to the clothesline you can go back to the left over the rooftops. 

Why do those bouncing bugs early in the game look so familiar? By any 
chance, have you played “A Boy and His Blob?” The Simpsons game was 
designed by the same warped team, and some of the elements are similar. 

How do I change the purple color of the lawn toys in the yard near 
Moe’s? Jump onto the stool of the telephone booth, jump again onto the 
roof of the booth, and jump once more onto the overhead clothesline. As 
you walk by the hanging sheets, you’ll knock them off and cover the 
purple objects. 


SUPER SECRETS! 

Care to Catch a Flick? The movie theater advertises showings at 2 and 4 
p.m. daily. Work your way back there when the timer reads 200 or 400 
and you will meet a purple Boy Scout. Be sure to bring a can of spray 
paint and color him red. To work your way back to the theater, jump 
on the trash can and up to the second level of the building to the right 
of the clothesline and then hop your way over to the line and across it. 

Quickie Lives. Shoot a bottle rocket at the small “e” in the Kwik-e-Mart 
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sign in Level 1. It will spill out a bunch of free lives. 

Wet Cement Cure. Near the beginning of Stage 2, you’ll come to a large 
patch of wet cement. The most obvious way to get across the cement is 
to jump from one piece of candy to another; that will work, but it’s not 
the easiest way across. Instead, jump up and down three times on the 
second piece of candy and stay put; it will move like a magic carpet 
across the goop. 


Here’s an example of the Bartman’s creative problem solving. He’s jumped up 
onto the stool of the phone booth, from there to its roof and onto the 
clothesline. As he moves across the line he'll knock white clothing onto the 
purple toys below and he’ll also avoid the creepers below. 


POWER PLAYER HINTS 
Just past Moe’s bar (be sure to grab the paint can above the door) you’ll 
come to a phone booth. Put a coin in the telephone and call Moe’s. You’ll 
get to try out some of Bart’s stupidest jokes on the bartender. Then, get 
back in front of the door and spray Moe when he emerges. Why? Look at 
the color of his shirt! 

When Bart bellies up to the shooting range at the arcade games of 
Krustyland Amusement Park, his marksmanship will improve if he jumps 
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for some of the targets. 

To use the elevators in the Nuclear Power Plant level, Bart must stand 
directly in front of the door and press the B Button. Push Up to enter. 
Once inside, use the left or right arrow buttons to choose the floor you 
want to visit, and then press the B button to start the elevator. Push Down 
to exit. 

Jebediah Springfield, the founder of Springfield whose statue 
dominates the town center, can make Bart invincible for a while. You’ll 
find a speedy skateboard in the field behind the statue, too, and there’s 
also something purple on his arm! 

The first ashtray after the first escalator in the mall is the entrance to a 
secret warp leading to a room full of hats. 

Pick up the magnet you purchased at Toys ‘n Stuff in the first stage, 
and then use it to fix the Wheel of Chance in the Carnival challenge of 
Level 3, the Krustyland Amusement Park. Select the magnet and press the 
Start button before you pick a number; the magnet will make the ball land 
where you want it to. 

At the fun house, jump in Krusty’s mouth to enter a secret room. And, 
encourage puny Bart to enter the strongman contest: he might win a 
slingshot. 

Head for the red and white tents in the carnival scene of Level 3 to find 
more warps. When you get to the last tent, jump on the windowsill and 
push down; this will allow you to use all of the other tents. 


The Simpsons is a trademark of Twentieth Century-Fox Film Corporation, © 1990. The 
Simpsons: Bart vs. the Space Mutants game pak © 1990 Acclaim Entertainment, Inc. 
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Fantastic Quests 


Where in Time is Carmen Sandiego?™ 


GRAPHICS: 8 RESPONSE: 7 
FUN: 7 ULTIMATE SCORE: 23 


Congratulations on your new job: Time Cadet in the Time Crime Division 
of the Acme Detective Agency. That’s the good news. The bad news is 
that you have been assigned to tracking down one of history’s most clever 
and elusive criminal gang leader: Carmen Sandiego. 

Carmen and her V.I.L.E. (Villains International League of Evil) 
henchpeople specialize in stealing everything in sight; now they have even 
managed to steal an experimental time machine and have embarked on a 
campaign to heist some of the most famous treasures of recorded time. 

But Acme is not without its own resources. As a Time Cadet you will 
be equipped with your own personal portable time device, the 
Chronoskimmer 325i. At the start of each assignment you will receive a 
briefing from HQ about the latest nefarious doings of Carmen’s gang and 
will be given a specific period of time in which to chase after the crook 
and recover the loot. 

The case moves along as you uncover clues about the identity of the 
thief as well as his or her movements. When you have collected sufficient 
evidence, you can ask the computer to issue a warrant for the arrest of the 


perpetrator. 
55 
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You’re in medieval England and one of the witnesses to the crime, a Scribe, 
tells you that the crook planned to warp through time to go to the top of Mr. 
Eiffel’s new tower. That must mean Paris, France, about 1889. 


The clues come in the form of references to historical events or 
persons. You may recognize the date or place from your own knowledge, 
or you may need to consult your copy of the paperback edition of The 
New American Desk Encyclopedia, which is provided along with the 
game pak. There is no rule that you must use just that reference source; if 
you have a favorite encyclopedia or other book, you can use that. 

A typical clue might be: “She talked about dredging a Cenote for 
Mayan treasure.” What does this tell you? Well, first of all, we already 
know that the suspect is a female. The clues here are the words “Cenote” 
and “Mayan.” You won’t find Cenote as a listing, although checking other 
sources will tell you that it is a natural well that is considered sacred to 
the rain gods of the Mayans. The listing under Mayas tells you that they 
were a Civilization of American Indians who occupied a large portion of 
what is now Mexico and Guatemala as well as parts of El Salvador and 
Honduras from about the years 300 to 900. 

You now know both a destination and a rough time period. Go to the 
Travel screen and consult the destinations listed. The destinations are 
listed with a colored bar that indicates a time period. The listing might 
read: China 1900-present day; India 1900-present day; Mexico 
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400-1300, and Peru 400-1300. We know from our research that the clue 
refers to a time period of 300-900, which rules out India and China; we 
also know it refers to Central America, which rules out India, China, and 
Peru. The answer here is Mexico. 

Use your encyclopedia carefully. Sometimes the answer will be 
immediately obvious at the first reference you consult; sometimes you 
will have to consult several cross-references. 

Almost all of the steps you take in your pursuit—questioning a witness, 
examining a piece of evidence, or traveling from time period to time 
period—will use up some of your precious time. If you fail to solve the 
case in the allotted period or make a false arrest, you will lose the case. 

When you do solve the various crimes, you will receive various 
promotions in the Acme ranks. And, you can save your current rank and 
position when you turn off the game. 


Here’s an example of a particularly difficult time transport screen. Three of the 
four destinations are England, although the small bars (in color in the game) 
show you time periods that range from the year 400 to 1900. 


The games are among the most entertaining educational games 
developed for the computer age. This marks the first Nintendo appearance 
of Carmen Sandiego; more than two million copies of her escapades have 
been sold in computer formats. The first challenge was “Where in the 
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World is Carmen Sandiego?” Following after was “Where in the U.S.A. is 
Carmen Sandiego?”, “Where in Europe is Carmen Sandiego?”, “Where in 
Time is Carmen Sandiego?” and the newest game, “Where in America’s 
Past is Carmen Sandiego?” 

Pardon us for our self-interest, but we'd also like to suggest that you 
purchase a copy of another of our new books, The Ultimate Unofficial 
Carmen Sandiego® Companion from Bantam Books. Here you will find 
hundreds of pages of clues and facts to help you enjoy any of the five 
Carmen titles. 

We worked with a preproduction copy of the game; some details may 
change in the final version. Konami. One player only. 
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Your Acme Chronoskimmer 325i includes complete dossiers on all of the 
crooks in Carmen’s gang, including Ms. Sandiego herself. Consult the listings 
for clues when time becomes short. 


CONTROL PAD 

The arrow keys are used to control the onscreen cursor in the same way a 
mouse is used in a computer game. Move the cursor to one of the 
command keys on your Chronoskimmer and press the A or B button to 
“press” the button. The arrow keys are also used to cycle through 
available options for each command. 
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PASSWORD 

Be sure to record the secret code you will be given when you leave the 
game. This code, together with the name you entered for your detective, 
will be necessary to reenter the game with any rank you have earned. 


POWER PLAYER HINTS 

Don’t ask more questions than are necessary, since each will use up some 
of your precious time. As soon as you know where Carmen or one of the 
V.LL.E. gang members have traveled, go to the Travel section to time 
leap after him or her. 

Similarly, don’t ask the crime computer to come up with a suspect until 
you have collected at least three bits of evidence, which is generally 
sufficient for a warrant. To do so earlier will use up time unnecessarily. 

There is, though, one situation where you may want to make a guess at 
a suspect. If you come to the location of the gang member and you do not 
have a warrant, you may as well enter the hard facts you have and then 
fill in one or two details and make a guess. Consult the dossiers of 
V.I.L.E. gang members for someone who includes the characteristics you 
have already determined. The penalty for a false accusation in this game 
is the same as that for not having a warrant at all. 


Where in Time is Carmen Sandiego? is a registered trademark of Broderbund Software, 
Inc. © 1989 Broderbund Software, Inc. Game pak © 1990 Konami. 


Day Dreamin’ Davey™ 


6 
ULTIMATE SCORE: 22 


How many schoolkids can make this claim: picking up magic from 
Merlin; battling Cyclops in ancient Greece; opening Pandora’s Box, and 
battling the Clanton gang at the O.K. Corral. 

Dav Dreamin’ Davey is an unusually clever, complex role- 
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playing/quest/arcade game. Our hero Davey is a young schoolboy with a 
vivid imagination. At the drop of a pencil, he daydreams his way out of 
the classroom and into a wild time trip. For example, when Davey’s 
teacher tells the class it is time to “draw,” his mind zooms him to the 
Gunfight at the O.K. Corral. 

There are 11 scenes, set in the Old West, Medieval Times, and back in 
Ancient Greece. In each adventure, Davey will find a different set of 
weapons and special items; some will be there for the grabbing, while 
others will have to be purchased. Many of the bad guys can only be 
defeated by a particular weapon; not all of the special items will work to 
your benefit. 

This game takes a very familiar formula and puts a new and 
entertaining polish to it. We worked with an early preproduction copy of 
the game before the manual was even written; some details may change in 
the final version. Hal America. One player only. 


You might daydream, too, if your teacher looked like this. When she says it is 
time to “draw,” Davey zooms to the O.K. Corral. 


CONTROL PAD 
Arrows: 
Moves Davey up, down, left, or right. 
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“A” BUTTON: 

Uses the weapon selected for the A button. 

“B” BUTTON: 

Uses the weapon selected for the B button. 

“A” and “B” BUTTONS: 

Press together to make Davey jump. 

Select: 

Press to go to the weapons selection screen. 


Dance, pardner! Davey can use several different types of close-up and distance 
weapons in the Old West, including a handgun, shotgun, and rifle. 


SPECIAL ITEMS and WEAPONS 

WEAPONS 

Bullets. Available at the gunsmith or general store. 

Excalibur. The most powerful weapon, it can kill flying and floating 
enemies. 

Fireball. The Single Fireball is a moderately effective throwing weapon. 
The Tri-Fire is a triple-dose of flame. Super Fire is a circle of flame 
that will destroy everything within close range of Davey. 
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Lance. The Small Lance is Davey’s starting weapon, a low-power device. 
The most powerful lance is the Gold Lance. See “I Always Wanted to 
Know.” 

Peacemaker. A long-range handgun. Allows six shots in the “draw.” 

Rifle. Long-range, high-power. You’ll have seven shots in a draw. 

Shield of Athens. An important device to be found in the third 
mythology level, it is needed to protect against the evil eyes of Medusa 
and sisters, and to deflect lightning bolts back to the Titans in Cloud 
City. 

Shotgun. Short-range, high-power. Permits two shots in a draw. 

Shotgun Shells. Available at the gunsmith or general store. 

Small Pistol. A short-range, low-power weapon of the West. In the 
“draw” sequence, it is a single-shot device. 

Spears. Small (short distance) and Long (long distance) versions can be 
found in medieval levels. 

Spear of Mars. A powerful thrusting weapon available in Hades. 

Super Bow. Available in the land of Hades, Davey will need it to kill 
Cerberus and Medusa. 

Sword. The small but powerful Sword in the Stone can be used to defeat 
the Dark Knight and other enemies; when Davey wields it, he will spin 
about and destroy all enemies within range. The regular sword can be 
used in mythology levels; it is available from the cyclops. 

T.N.T. Throw a stick. 

SPECIAL ITEMS 

Apples. Needed to restore Davey’s health. 

Badge. The Sheriff will bestow it to Davey to make him a deputy. 

Black Key. Needed to enter the Funeral Home, the entrance to the O.K. 
Corral. 

Brown Apples. Some will make Davey feel better; others make him sick. 

Cap of Hades. Found in Hades, it makes Davey invisible. An essential 
tool to defeating Cerberus. 

Castle Key. Needed to get into the castle in the darklands. 

Demigod. Let it loose to destroy all on screen. 

Faery Dust. They bestow temporary invincibility. 

Gold Clock. Restores health completely. 

Golden Ring. Allows Davey to use Teleportation devices in medieval 
levels. 

Good Potion. Restores health. 

Grappling Hook. Needed to cross the bridge to the darklands in 
medieval Level 4. 

Hourglass. A magic device to stop the passage of time. 
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Key. And what are keys used for? 

Sundial. Stops time in mythology levels. 

Tainted Potion. Sometimes it will restore health, and other times it will 
make Davey sick. 

Winged Sandals. Put them on and fly; they’re needed to get to Medusa. 

VALUABLES 

Gold. Davey can exchange gold for folding money at trading posts. 

Indian Relic. Exchange them for money at the trading post. 

Penny. Needed to cross to Hades; tap the trees in ancient Greece to free 
them up. 

Root Beer. Don’t drink it: trade it for cash. 

Snake Skins. Valuable at the trading post. 


Attention, shoppers: exchange your gold and other items at the Trading Post 
and other shops in the various lands Davey will visit. 


SUPER SECRET 

Here are some codes that will allow you to examine some of the various 
levels of the game: 

TXNVL The Quest for Excalibur. (Second level mythology.) 
LJCVM The Quest of the Cyclops. (First level mythology.) 
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THTHV Gunfight in the Blacksmith Shop. (First level Western.) 
NRBVN Quest for the Dark Knight. (Third level medieval.) 
TMMFJ Quest of the Land of Hades. (Second level mythology.) 
LJPQZ Save the bank. (Second level Western.) 

NLVJN Quest for the Holy Grail. (Last level medieval.) 
HJTFD Quest of the Titans. (Last level mythology.) 

MBTLN Gunfight at the O.K. Corral. (Last Western level.) 
CLDSH Cloud City. (Last level mythology.) 


POWER PLAYER HINTS 
Candy will make Davey ill. So will a snake bite, but purchasing snake 
elixir will stop the effects of the poison. 

Cactus will hurt Davey if touched, but if shot they will turn into gold. 


| ALWAYS WANTED TO KNOW 

How do I get the Gold Sword in the Medieval world? It’s in the 
possession of Lumper the Dark Knight. The Paladin Knights will offer 
advice on finding the weapons. When you get to Lumper, though, you had 
better have the Sword. 

Where is the Sword in the Stone? Did King Arthur have to ask for 
advice? Well, if you really want to know, work your way down to the 
lower-right corner of the forest maze and jump over the rocks to find it. 

What exactly was the Showdown at the O.K. Corral? On October 26, 
1881, Wyatt Earp (a gunfighter who sometimes fought for and sometimes 
against the law) engaged in a famous miniwar with the Clanton Gang in 
Tombstone, Arizona. 


Day Dreamin’ Davey is a trademark of HAL America, Inc. © 1991 HAL America. 


Roger Clemens MVP Baseball™ 


GRAPHICS: 8 RESPONSE: 9 
FUN: 8 ULTIMATE SCORE: 25 
SPECIAL PREVIEW 


Roger “The Rocket” Clemens. The ace of the Boston Red Sox. The man 
with the golden arm, the leaden brain, and the foul mouth. A heck of a 
pitcher, though. 

This is yet another baseball simulation, but it breaks new ground in the 
quality of programming. This game puts you into the field with the other 
players. What does that mean? In this game, when the ball is hit to the 
outfield, the view of the incoming ball changes to that of the outfielder. 
When you make an infielder dive for the ball, you will see the action from 
over his shoulder. 

But that is not all: one of the greatest frustrations of many video 
baseball game players is the sluggish response of fielders as they chase 
after the ball. The programmers at LJN, though, have leaped over most of 
these problems: the Nintendo computer does not get between you and the 
players you control. 

This game uses Roger Clemens’ name and image, but is not an “official” 
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Major League Baseball product. Therefore, you will be dealing with teams 
like the Los Angeles Apaches, the New York Buffalos, the Pittsburgh 
Panthers, and the Boston Hornets from the imaginary National and 
American Division in competition leading up to a Championship Series. 

Roger himself is also available through the game to offer inside 
baseball tips. 

We have assigned a rare “9” for response in this game, which is better 
than most any baseball game we have played. We worked with an early 
preproduction version; some details may change in the final game. LJN. 
One or two players. 
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The rules of baseball have not been changed, just the rules of video simulation. 
This is one of the most playable sports games yet offered for the NES. 


Roger Clemens MVP Baseball is a trademark of LJN Toys, Ltd. © 1991 LJN Toys, Ltd. 
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Super Mario Bros. 


Super Mario Bros. ™ 
GRAPHIC 8 RESPONSE 8 
FU. 8 ULTIMATESCORE: 24 


Mario and his brother Luigi are probably the most famous super-duo in the 
world of Nintendo games, and this is where it all began. 

Nearly every Nintendo player is familiar with this challenge, since it was 
packaged with the NES for many years. We’ve gone back and taken a fresh 
look at this game, armed with the knowledge gained in more than three years 
of play by tens of millions of Mario nuts around the world. (See the new 
Ultimate Strategies section.) 

The two boys are in the rescue business. But they need a little help from you. 

Once upon a time, the kingdom of the peaceful Mushroom People was 
invaded by the Koopa turtle tribe. Now these are not your ordinary turtles: they 
had all sorts of magic spells and powers. Just to be mean, these troublesome 
turtles turn the good Mushroom People into stones, bricks, and plants! 

The good news is that the Mushroom King’s daughter, Princess Toadstool, 
holds the power to undo the evil spell. The bad news is that Princess 
Toadstool is held captive by Bowser, the King of the Koopas. 

Mario and Luigi, those happy-go-lucky guys, hear the story of the 
unfortunate Mushroom People and set out to rescue the princess. 

The game itself is a series of challenges that move from left to right, with 
occasional journeys down below into secret rooms. In the two-person game, 
players go one at a time, switching control any time they lose a life. 
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The goal of the game is to make it to the final castle and rescue the 
princess; the game also records points as you go along. Nintendo of 
America. 1 or 2 players. 


At the end of each stage, Mario or Luigi should jump as high up the flagpole as 
possible for extra points. And for a super bonus, see the answer to “I Always 
Wanted to Know.” 


CONTROL PAD 

Arrows: 

Walk or run left or right. Pushing the control pad arrows can also make 
Mario or Luigi hook to the left or right in the middle of a jump. 

Crouch. Use the down arrow to scrunch one of the guys to fit through tight 
spaces. 

“A” BUTTON: 

Jump. Tap the button for a hop; hold it down to make Mario or Luigi jump 
higher. 

Swim. In the swimming world, each tap makes you bob upward. 

“B” BUTTON: 

Run. Hold this button down and move the control pad left or right and Mario 
or Luigi will run. If Mario or Luigi is running and you press the “A” 
button, they will jump even higher. 

Fireballs. Once you’ve picked up the fire flower, press the “B” button to 
throw fireballs. 
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NUMBER OF WORLDS 
8. Each world has 4 levels. 


NUMBER OF LIVES 

Three to start. There are dozens of ways to lose a life, including falling prey 
to one of the many enemies, falling off of cliffs and running out of time. You 
can gain extra lives by collecting 100 gold coins, by snaring one of the green 
or brown One-Up mushrooms, or by using a secret trick or two. You'll find a 
free 1-Up mushroom hidden in an invisible block early in the game, in Level 
1 of World 1, just before the first chasm. Another one is hidden above the 
bridge in Level 1 of World 3. 

Believe it or not, some players can find ways to stockpile as many as 100 
lives, which is an excellent way to make it all the way to the princess. Be 
aware that there is a secret limit to the number of lives you can register at one 
time—it’s around 100, and going past it will end the game. 

When Mario or Luigi dies, you’ll return to the battle with the coins and 
points you’ve already collected. The game will resume at or near the 
beginning of the stage where he died. The good news is that all of the coins 
and special items you may have already collected in that stage are back again; 
the bad news is that all of the enemies of the stage return, too. 


SUPER SECRETS! 

At the end of World 3-1, as you ascend the pyramid before jumping onto the 

flagpole, you’ll find a Koopa Troopa hopping his way down the steps. Jump 

onto the front edge of his shell for an extra life. Keep jumping onto the same 
place and you’ll start racking up extra lives like they were going out of style. 

But remember: more than 100 lives could be fatal! 

The Secret Continue Button. When you lose all of your lives at an 
advanced stage in the game and would like to continue from near the point 
where your character died, hold down the “A” button and press the Start 
button twice. You’ll come back into the game at the level you left. 

The Secret of the Bowsers. There is only one King Bowser, and he is 
waiting for you at the end of the eighth level. The bosses you meet in each 
of the first seven are impostors, their true identities only revealed after you 
have killed them. But our spies have identified them, in order of 
appearance, as: Goomba, Troopa, Buzzy, Spiny, Lakitu, Blooper, and the 
Hammer Brothers. 

The Secret of the Mystery Water World. The Holy Grail of Super Mario 
Bros. is the difficult to find and impossible to finish Minus World. The world 
does exist—it’s called -1 on screen, and goes on forever—but since it does 
not tie back into the game, we have to believe it is a programming error. 
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Anyhow, here’s how to try to find it: the entrance lies at the end of 
World 1-2. Down below, you'll come to a pipe that leads to the flagpole 
and the end of the stage. Instead of heading into the pipe, stand just at its 
entrance and then jump up to break some bricks. Don’t destroy the brick 
that touches the pipe at the top; there’s a hidden entrance in that brick. 
Instead break the second and third pipes to the left of the pipe. Now 
position your player next to the pipe entrance again and jump up to the top 
of the screen and press the right arrow when you are lined up with the 
bricks. You’ll enter into the minus world... most of the time. 

Stuffed Piranas. You don’t want to land on a pipe when the Pirana plant 
sticks its head up, but did you know that if you land on the pipe when the 
Pirana is down below, you can just sit there and wait before you make 
your next move? It’s a good way to catch your breath. 


TIMING 

Watch the clock in the upper-right hand corner of the screen. As you get near 
100 ticks in remaining time, you’ll hear a special warning sound; rush to the 
end of the level or you’ll lose a life. Any remaining time on the countdown 
clock is added to your bonus at the end of the level. 


WELCOME TO WARP ZONE? 


The first Warp Zone of Super Mario Bros. can be found at the end of Level 2 in 
World 1: stay on the elevator and ride it to the top and jump off on the top row 
of blocks. Run along the roof here until you come to the Warp Zone. 
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FRIENDS 

1-Up Mushroom. Worth a free life for our intrepid explorers. Axe. One of 
the ways to send Bowser to his fiery reward. Touch it to open the bridge. 

Coins. Spending money for extra lives. Collect 100 for an extra Mario or 
Luigi. You’ll find small groups of coins throughout your travels; descend 
into the worlds beneath the flowerpots for treasure troves. 

Fire Flower. Grab one while you’re Super to become Fiery Mario or Fiery 
Luigi, and you'll be able to throw fireballs. 

Jumping Board. A super-trampoline for Mario and Luigi. 

Magic Mushroom. They hide beneath question-mark blocks or inside bricks 
and are freed when one of the boys knocks into the masonry with their 
heads. Grab hold of the mushroom to become Super Mario or Super Luigi, 
and be able to jump higher. 

Princess Toadstool. Fair maiden of the Mushroom Kingdom, she is the 
object of Mario and Luigi’s quest. Only she can break the Koopa King’s 


spell. 
Starman. The key to invincibility. 


BAD GUYS 

Bloober. He’s soooo ugly, slow, and stupid, but he won’t give up. A jellyfish 
sort of guy who always gets in the way. He’s scared of fire. 

Bullet Bill. Watch out for this slow but steady adversary. A high-caliber sort 
of guy; you don’t want to get out in front of him. Get him from above. 

Buzzy Beetle. A tough little critter who just plows along into and through 
Mario and Luigi. Fireballs won’t work, but you can jump on him for 100 
points. 

Cheep-cheep. Is it a flying fish or a bird that swims? Sometimes she lives in 
the water, where you cannot get at her from above. When she sprouts 
wings and flies, you can try out your stomping feet. 

Hammer Brothers. Twin brothers who throw their name around. You can 
throw fireballs or land on them for a hard 1,000 points. 

King Bowser. His Royal Evilness, the King of the Koopa. He’s the one who 
stole the Princess. He’s dangerous, but no match for the Axe or fireballs. 
Our spies tell us that you’ll earn no points for dispatching the king with 
the axe. 

Koopa Troopas. Soldiers of the Turtle Empire. Green Koopa Troopas will 
chase after you. Jump on them and they’ll freeze for a while; kick the 
frozen troopa to knock them out of the way for 100 points. A cousin is the 
Red Koopa Troopa, a scaredy-cat turtle who might run at you or run 
away from you. 

Koopa Paratroopas. Flying Koopa Troopas who sometimes get a little bit 
out of control. The Green Koopa Paratroopa is a wild and crazy guy, he 
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floats around without much pattern until he suddenly comes at you. Stomp 
on him for 400 points. A cousin is the Red Koopa Paratroopa, who is a bit 
more predictable. 

Lakitu. His head is in the clouds, where he spies on Mario and Luigi from 
above, dropping Spiny’s eggs. 

Little Goomba. The turncoat mushroom who betrayed the Mushroom 
Kingdom; stomp on him for 100 points. 

Mushroom Retainers. Loyal servants of Princess Toadstool, but living 
under the spell of the evil Koopa King. 

Pirana plants. Mario and Luigi-eating guys who lurk inside of innocent 
flowerpots, waiting for the right moment to pop out and have lunch. Don’t 
even think about landing on top of them: they’re hungry. Avoid them or 
shoot them down with fireballs for 200 points. 

Podoboo. A dedicated defender of the Koopa King, he hides in the lake of 
fire. 

Spiny. Lakitu calls him a pet; you’ll call him a pest. Don’t land on those 
spines. You'll also run into Spiny’s Eggs, as dangerous as Spiny itself. 


POWER ZOOMING 

The Warp Zones. There are three places in Super Mario Bros. where you 
can warp from one world to another. The first one is at the end of Level 2 in 
World 1: stay on the elevator and ride it to the top and jump off on the top 
row of blocks. Run along the roof here until you come to the Warp Zone. The 
other two places to warp can be found in Level 2 of World 4. 


SECRET DANGER! 
Don’t stop swimming in water worlds, or you will be sucked down to the 
whirlpool at the bottom. 


I ALWAYS WANTED TO KNOW 
Why don’t I always get the fireworks (and the extra points) when I make it to 
the flagpole at the end of each level? Watch the timer. If last digit of 
remaining time is 1, 3, or 6 when you hit the pole, you’ll get 1, 3, or 6 
firework displays, each worth 500 points. With a little bit of practice, you 
should be able to time your leap. 

It is even more important, though, that you take a good flying leap off the 
top of the pyramid toward the flagpole: land on top of the flag for 5000 points 
if you can. 
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Way up in the sky in 4-3 there are lots of coins to be collected, but don’t trade 
gold for a deadly plunge to earth. At top right is an elevator platform that will 
move under Mario’s weight; be prepared to jump off at the tight moment. 


ULTIMATE STRATEGIES 

Mario can hop on one foot as well as he can using two. He’s got very good 

balance, too. Those skills will prove very valuable in some parts of the game, 

where you will have to maneuver your guy out onto a ledge, with one foot on 
solid ground and the other hanging in space. From there he can jump up into 

a block, or onto an enemy or across to safety. 

Let’s take a walk through the ultimate challenges for each of the eight 
levels; the tricks you leam here should be of valuable wherever you are in the 
game. 

Finishing Level 1. Say hello to the Fire Bars, a new challenge that will 
appear for the first time in Level 1-4. They’re pretty as a Fourth of J uly 
firework, but much more dangerous. That is, until you study the pattern of 
their movement. The first group spin in a counterclockwise direction 
(from right to left); later they’ll spin in either direction. Jump over them 
when the bars are moving under the creature. Think of the Fire Bars as a 
clock, and make your move when the bar is at about 9 o’clock for a 
counterclockwise guy or 3 o’clock for a clockwise enemy. 

To defeat Bowser (Goomba, actually), it sure helps to have fireballs. If 
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you don’t have them, you’ll have to wait till the moment is right to run 
under or jump over him. Or, if you are Super Mario, you can sacrifice your 
supemess and just run right through the boss. Your goal is to get the Axe on 
the bridge; cut down the bridge and send Bowser/Goomba to the bottom. 

Finishing Level 2. The nastiest of the nasties here are the Podoboos. Don’t 
waste your fire on these flamers, since you cannot destroy them. Hop over 
them and stay out of their way. Once again, you really could use a set of 
fireballs to destroy Bowser/Koopa. Time your jump onto the ledge in front 
of him, grab the axe, chop the bridge, run like heck. 

Level 3 is basically more of the same, only harder. You'll meet 

Podoboos and Fire Bars, together. 

Finishing Level 4. Howdoyoudo, Lakitu? This creep, who will play a critical 
role in Super Mario Land, scoots back and forth overhead, dropping 
Spinys that can kill you in the air or on the ground. 


It’s a battle to the death against one of the bogus Bowsers at the end of 4-4. The 
rotating Fire Arms will try to knock you into the lava, too. But look carefully at 
the right: there’s the Axe. Avoid the Arms, vault over the Bowser, and cop the 
chopper to end the level. 


The first part of Level 4-4 presents a deadly obstacle course. After the 
first pair of pits, you’ll come to a split in the road: you can take the upper 
or the lower roadway. Go up, young man and woman: the low road is a 
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deadly dead end. Then take care not to fall through the cracks in the upper 
path, since doing so will deposit you back on the low road. 

Finishing Level 6. The approach to the final confrontation of this level is 
guarded by a relentless procession of Podoboos and Fire Arms. The 
Blooper/Bowser boss is surrounded by Podoboos and throwing hammers 
and otherwise being obnoxious. Jump carefully onto the elevator to a 
perch above the boss, and fire away to get the axe. 

Finishing Level 7. Level 7-4 is a twisty-turny world of mazes, and a wrong 
decision will cost you a life. Here’s the secret pattern: Down, Middle, and 
Up. In other words, head for the lowest level first and then look for 
openings above you. 

There’s nowhere to hide when you face the Hammer Bros./Bowser 
boss, and even your firepower is not terribly effective in the close quarters 
here. The best strategy is to wait for the boss to jump and then run under 
him to the axe. 

The Final Challenge. The biggest boss of all lives in the biggest level. The 
action is almost nonstop and the pressure unrelenting. The Hammer 
Brothers are the final guardians outside the evil throne of Bowser, and you 
will have only split-seconds to jump on their heads between their assaults. 
Then run under or jump over Bowser and you and the Princess can retire 
in peace and solitude... until Super Mario Bros. 2, that is. 


Super Mario Bros. is a trademark of Nintendo of America, Inc. © 1985. 
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Super Mario Bros. 2™ 


GRAPHICS: 6 RESPONSE: T 
FUN: 8 ULTIMATE SCORE: 21 
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At the start of each level, you must choose one of the four adventurers. Choose 
Mario or Toad if you are good at avoiding enemies using small jumps; select 
Luigi or Princess if you feel you need super jumping power. 


You remember our friend Mario? Well, he’s retired from his exhausting 
effort to rescue Princess Toadstool in the Mushroom Kingdom. He’s taking a 
nap one day, and he has the strangest dream: 


Subcon, the land of dreams, has been cursed by the evil Wart, and is 
completely under his spell. Mario hears a voice calling on him to 
rescue the people of Subcon. 


A bolt of lightning flashes, and Mario awakes in his own little bed. He 
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calls on his brother Luigi and his friends Toad and Princess and tells them 
about the dream. Together they go to a mountain for a picnic. There they find 
a small cave. Inside they discover a great stairway leading upward. It is just 
like the one in Mario’s dream, and when they go to the top of the stairs and 
open the door, together they find the world of Subcon! 

Like Super Mario Bros., this is a moving challenge game. But rooms 
stretch out left and right and up and down from the starting point. There are 
underground rooms, called Sub-spaces, throughout the worlds. There are 
vines and chains to be climbed, too. 

Unlike Super Mario Bros., the sequel game does not count points or 
include a timer. Instead, your goal is to progress all the way through the 
worlds and their various levels, defeating enemies, until you arrive at the 
final level. 

In fact, Super Mario Bros. 2 is not strictly a sequel. Although the boys are 
back, their powers and the game action are different. This is more of an 
adventure game than an arcade action game. It is actually an adaptation of the 
Japanese Nintendo game called “Dream Factory.” Nintendo of America. 1 
Player. 


CHARACTERS 
You can choose from among Mario, Luigi, Toad, and Princess Toadstool at 
the start of each level. We’ve ranked the characters and their relative 
strengths for you: 
Luigi. The highest and farthest jumper, but he jumps slowly. When he is 
carrying an item, he loses a lot of jumping power. 
JUMPING: A LOADED JUMP: [ol 
LOADEDRUN: C MUSHROOMGRAB: C 
Mario. Usually has average jumping power almost everywhere. Jumps less 
when he is carrying an item. 
JUMPING: B LOADED JUMP: B 
LOADEDRUN: C MUSHROOM GRAB: C 
Princess Toadstool. The third best jumper, she’s the number-one floater. But 
when she’s carrying an item, she’s pretty weighed down. 
JUMPING: C LOADED JUMP: D 
LOADEDRUN: D MUSHROOM GRAB: D 
Toad. (Mushroom Retainer). He’s the poorest jumper of the available 
characters, but he’s a strong little guy. 
JUMPING: D LOADED JUMP: A 
LOADEDRUN: A | MUSHROOM GRAB: A 
See “I Always Wanted to Know” for some advice on which character to use 
when. 
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CONTROL PAD 

Different characters act differently, depending on the situation. 

Arrows: 

The arrow keys move you left or right. Push the up arrow to climb up vines 
and ladders; the down arrow sends you down vines and ladders, or makes 
you duck. You can also use the control pad arrows to change the direction 
of your character in midjump. To go through an open door, stand in front 
of it and press the up arrow. 

“A” BUTTON: 

Jump. Each character has different jumping characteristics, and also is 
affected differently by a load they might be carrying. 

Special jumps. Press the “A” button while standing still and you'll hop 
where you are. For a running jump, press the “A” button while holding 
down the left or right arrow key on the control pad. You’ll jump higher 
and faster. The highest jump is a “Power Squat.” Hold the down arrow 
key and then press “A”, or push the “B” button and then the “A” button. 

“B” BUTTON: 

Accelerate. Hold this button down and move the control pad left or right and 
you will run faster. 

Pick up items or lift enemies. Stand on the clumps of grass and press “B” to 
grab hold of the vegetation and whatever might be underneath. Stand on a 
mushroom block and press “B” to lift it. 

Throw items or enemies. Press the “B” button to drop a bomb or other item 
you may be holding (including an enemy) near where you are. Press the 
“B” button and hold down the left or right arrow on the control pad to 
throw the item farther. 


NUMBER OF WORLDS 

There are 7 worlds, with a total of 20 levels. 

World 1: In this first challenge you'll learn most of the skills needed 
throughout the game. You’ll meet Birdo, a bothersome bird who pops up 
numerous times in the game. See “I Always Wanted to Know” for a tip to 
topple him. 

Watch out for the Hoopster when you are jumping from vine to vine in 
1-1 and later. If he is above you, he will block your way; if he is below 
you, jump on his back and let him carry you for a while. 

World 1-2 introduces the magic carpet, an unusual rug-ride that is 
critical to success. Act quickly to move the carpet where you want to go, 
since you have just 10 seconds before it flutters away. There are three 
cherries to be grabbed here. Add them to the ones you picked up in 1-1 to 
summon Starman to become invincible against Ninji and Snifit. 

The magic potion of 1-3 can be found under a log bridge after the 
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waterfall. You’ll have two options once you find it. First is to go back up 
the hill and go into Sub-Space to collect a mushroom and five coins. Or, 
you could bring the potion back to the jar at the end of the blue-sky 
portion of this stage. There you could enter Sub-Space and find a warp to 
World 4. 

You’ll meet Mouser at the end of 1-3. Use a bomb to opena 
passageway through the wall to get at him. Catch the bombs Mouser 
throws three times, and toss them back at him. 


Here is a basic scene near the start of the game. There’s a POW block at right, 
a cherry overhead, a climbing vine at left with some plants to pull at the top of 
the bluff. 


World 2. Welcome to the World of Deserts. At the start of 2-1 you’ll have to 
meet and defeat a bunch of Cobrats. When you enter the jar just past them, 
you will find Snifit and seemingly useful shells. If you take those shells 
out of the jar, though, they become weapons. 

Luigi may be valuable to you in 2-1 primarily because of his ability to 
dig holes quickly to pick up cherries. Birdo is the boss here, and you can 
use the same technique to defeat him as before. Watch out, though, for the 
chasm to the left. 

The quicksand of 2-2 is a difficult challenge. One tip is to bounce off 
the bones that fall into the sand. 
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When you start digging, you will run into lots of Shyguys. The trick to 
avoid him is to zigzag instead of just heading straight down. 

To defeat Tryclyde in 2-3, build a wall in front of him out of mushroom 
blocks. Save three blocks for the battle and then jump to the top of the 
wall and toss them at him. 

World 3. Here is the Waterfall Above the Clouds. There’s a hidden potion in 
the grass of the first secret room. Use it to get a coin, or enter Sub-Space 
and go into the jar to warp to World 5. 

Defeat Pidgit in 3-1 and ride his flying carpet up a few screens to a 
vine. Birdo is back in 3-1, and this time his egg-spitting pattern is quicker 
and more complex. 

World 3-2 sits atop a labyrinthine underground; there are at least six 
ladders that lead down. In 3-3, you’ll be in a mostly vertical realm, 
pursued by Sparks at most every turn. Mouser waits at the end; catch six 
of his bombs and toss them back at him. 

World 4. Brrr. It’s cold here in the Ice World. 

Autobomb will follow you through much of the world. Get past the 
Shyguys and jump on top of the Autobombs whenever you can. Midway 
through 4-1 you will come to a stone structure with a C-shaped opening to 
the right. Bring the mushroom and then pick a bunch of grass here to 
summon a rocket ship to an upper area. 

In 4-2 you can be better than Captain Ahab, and ride on the backs of 
whales. If you enter Sub-Space from the back of one of the whale, you 
will be rewarded with mushrooms; if you enter from one of the cliffs, 
you’ ll find coins instead. 

Fryguy is the tough little boss of 4-3, and he is a fiery foe. The key to 
success is to use Mushroom Blocks to build defensive walls. 

World 5. This may be the most difficult challenge of the game, a place of 
worrisome waterfalls and dark dungeons. 

Jump from log to log or Trouter to Trouter (or even log to Trouter if 
you can) to cross the falls in 5-1. And once again, the pesky boss here is 
Birdo, and now he is spitting fire instead of eggs. 

You’ll be in the dark when you enter 5-2, with only the clouds above as 
points of reference. When you come to the long upward vines at the end of 
the left to right segment, choose the right vine instead of the left one. 
Hoopsters inhabit the trees in the middle of the stage, and they can get in 
the way unless you can jump on their backs for a ride. 

You'll come to a POW block in the middle of a bridge. Go for it, and 
then hold on as your character plummets down to the bottom. Keep your 
finger on the right arrow key and move to the right just before you touch 
down to avoid the spikes. 

In 5-3 you will be assaulted by legions of Bob-Ombs and then you’ll meet 
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boss Clawgrip. Jump away from Bob-Ombs and otherwise avoid them; this 
includes not moving Mushroom Blocks that keep them at bay. After you 
defeat old friend Birdo one more time you'll face Clawgrip’s flying rocks. 
Avoid them, pick up the ones that fall and fling them back at him. 

World 6. Back in the desert again, with more difficult enemies and nastier 
quicksand. You’ll ride on the back of Albatoss in 6-2 in a dark nightmare. 

Summon Starman to defeat the numerous Ninjis of 6-3. Birdo and Tryclyde 

make comeback appearances as posses defending the pyramid at the end of 
this world. Once again, build walls of Mushroom Blocks for defense. 

World 7. Inside Wart’s Castle you’ll faced the ultimate collection of foes. 
Remember all of the skills you’ve mastered to get this far. Time yourself 
against Birdo; ride on Albatoss and watch out for shaky floors. We’re not 
going to give away the solution here except to say that a slow, deliberate 
pace is what you want in this world. Stop and look around before you 
progress. Oh, and one more thing: Wart is one uggggly green dude. He’ll 
spit at you, but there a whole bunch of vegetable weapons at your feet, and 
you know how he hates good food. 


The only way through to the goal in World 1-1 is on the other side of this wall, 
and the only way to get through the wall is to blow it to smithereens. Grab the 
grass and pull up a time bomb; throw it when the bomb starts flashing. It’s all a 
matter of timing. 
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NUMBER OF LIVES 

Three to start. You lose a life when the life meter gets to 0. The meter starts 
at the number 2 position; you can build up the meter to a maximum of 4 
marks. 

There are a number of ways to gain extra lives, including a pass at the 
Bonus Chance slot machine which appears when you clear each area. Here 
you get one play for each coin you’ve collected. You can win as many as five 
extra lives if you roll three cherries on the slot machine. 

There are 1-Up mushrooms scattered about; some are next to Power 
Blocks or inside Vases. 

As with any game, it is always worth while to go out of your way to grab 
an extra life or two: it may be the only way to get to the end. 


SUPER SECRET! 

The Power Blocks (POW) are one of your best weapons, and here’s a way to 
double the punch! Bring a Magic Potion next to a Power Block, and then 
drop the potion to enter Sub-Con. Within Sub-Con, pick up another Power 
Block and then just sit where you are waiting for Sub-Con time to run out. 
When it does, you’ll find yourself back up top, holding onto a Power Block, 
with the original block right where you left it. 


I ALWAYS WANTED TO KNOW 

How do I get past Birdo? Watch out for those eggs he’s throwing. When you 
get the chance, jump on top of an egg and then quickly use the “B” button to 
pick it up, and then throw the egg back at him. You’ll need to do it three 
times. 

Which character should I use when? It’s Mario’s dream, and generally it’s 
Mario’s world throughout. Use him in every world with the following 
exceptions: 

Luigi. He’ll help out his brother in Worlds 2-1, 4-1, and 5-3. 

Princess Toadstool. She’s best for Worlds 3-1 and 4-2. 

Toad. He’s more of a packhorse than a frog, valuable for occasional use to 
carry items for long distances but not really a champion of the game. 


FRIENDS 

1-Up. Grab one for a new life. 

Bomb. They have a short fuse. They explode four seconds after they are 
pulled from the ground. Use them to blow down walls or enemies. 

Coins. Collect them for extra lives. 

Cherries. Harvest a crop to lure the Starman. 

Flying carpet. Soon after meeting Birdo, you’ll encounter Pidgit and his 
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magical flying carpet, a ride you’re going to want to try. Move quickly 
here and jump onto Pidgit’s head, or onto the middle of the carpet. Pick up 
Pidgit and throw him overboard, and then use the arrow keys to pilot your 
carpet gently downward or in the direction you'd like to travel. The carpet 
is good for 10 seconds only. 

Grass. Pick it, it may enrich you. 

Heart. Adds another to your life meter. Given as a reward for defeating a lot 
of enemies. 

Key. And what do you need keys for? You can also throw them. Magic 
potion. Throw a spell. Use them to open the doors to Subspace. 

Mushrooms. Worth an extra mark on your life meter when you find them. 
You’ll find them near potions and other places when you enter Sub-Space. 

Mushroom block. You can step on them, throw them, use them as a lid or all 
of these! Use them to build stairs, or in an emergency you can throw them 
at your pursuers. 

POW. Your most powerful weapon! A power block that lets loose an 
earthquake and clears out your enemies. Try one, you’ll like it. 

Rocket. Surprise! Pull up grass at the right spot and you’ll find a rocket that 
can zoom you to another place. 

Secret rooms. Under the jars. Land on top and press the down arrow. 

Starman. Gives you the power to be invincible for 8 seconds; pick cherries 
to summon him. 

Stopwatch. Freezes the enemy for 8 seconds. Appears with every fifth 
vegetable you pick—keep count and use the stopwatch when you most 
need it! 

Turtle shells. Weapons that slip, slide away. They’ll skitter along the ground 
and crash into the enemy. 

Unripened vegetables. Feed them to your enemies. 

Vegetables. Pick ‘em and throw ‘em. Grab five and a stopwatch will appear 
for a while. 


ENEMIES 

Albatoss. Old Alba, he tosses Bob-Ombs. 

Autobomb. The “bad dream machine,” you’ll often find one carrying a 
Shyguy. 

Beezo. A flying Shyguy. Dressed in red he dives at you; outfitted in pink, he 
flies straight and steady right at you. 

Birdo. Oh no. Here comes an egg! The first of the Little Bosses, this 
character spits eggs at you. To get past him, hop on top of a flying egg, 
pick up the egg with the “B” button, and then aim and throw the eggs back 
at him. Three strikes and he’s out! 

Bob-Omb. This guy has an explosive temper. 
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Clawgrip. Watch out for that pincer. 

Cobrat. We wish he’d stay asleep in that jar. 

Flurry. A cold, cold guy, he’ll skate after you. 

Fryguy. Made out of fire, he can become spitting mad. 

Hoopster. A creepy, crawling ladybug on the vines. 

Mouser. Sweet little Mickey he ain’t. You’ll need three bombs, all right. 

Ninji. A pair of little devils, Number 1 will chase you while Number 2 stays 
in one spot jumping up and down. 

Ostro. Public transportation, often used by Shyguys. 

Panser. A red pepper of a plant, it shoots fire. 

Phanto. The phantom of the keys. He’ll chase you if you grab one; put the 
key down for a while to distract him. 

Pidgit. It’s his flying carpet and he’ll fly if he wants to. Pokey. Don’t poke 
Pokey; he’s covered with thorns. 

Porcupo. This is one guy you won’t want to sneak up on. Shyguy. He may 
be shy, but he’s still a pain. You’ll find the Red Shyguy all over the place, 
often catching rides on the backs of Birdos and Autobombs; the Pink 
Shyguy haunts the hills. 

Snifit. He doesn’t really sniff; he spits. Bullets. Comes in three flavors: basic 
red, hill-haunting pink and jumping gray. 

Spark. An electric sort of guy, he circles around underground. 

Trouter. This fishy guy bugs Mario. 

Tryclyde. Old Clyde has three heads and triple strength. Build yourself a fort 
made out of blocks and then toss the blocks at him. 

Tweeter. Who was that masked bird? Land on his head between hops, if you 
can. 

Wart. The chief mischief-maker of the World of Dreams, he pulls all of the 
strings from offstage. You'll meet him face to ugly face at the end of 
World 7. 


WATCH OUT FOR THESE! 

Fire. When Panser is hot, you’ll know it. Throw a Shyguy. 

Occupied Jars. Sometimes you’ll find a Cobrat at home. Grab them and 
throw them before you enter. 

Quicksand. If you fall in, don’t stop moving! 


Super Mario Bros. 2 is a registered trademark of Nintendo of America, Inc. © 1988. 
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Mario. Mario! MARIO!! 

Bowser is back, this time aided by his seven lovely children: Larry Koopa; 
Morton Koopa Jr.; Wendy O. Koopa; Iggy Koopa; Ludwig Von Koopa; 
Lemmy Koopa, and Roy Koopa. The kiddies have been sent out to disrupt the 
peaceful Mushroom World by stealing the royal magic wands from each 
country, and turning the kings into animals. Mario (and good brother Luigi in 
the two-player game) set out to recover the wands and restore the kings to 
humanlike forms. 

This is your basic, wonderful Mario world, filled with strange creatures 
like Buzzy Beetles, Boo Diddlies, Dry Bones, Ptooie Piranha Plants, and 
Munchers. In fact, SM3 is the most detailed and complex Mario adventure 
ever, enclosed in Nintendo’s first three megabit cartridge. (The original Super 
Mario Bros. was only one-twelfth as large at 256 kilobits and Super Mario 
Bros. 2 only two-thirds the size, at 2 megabits.) 

We’ve covered a lot of the nitty-gritty of this game in this chapter, and 
we’ve added an expanded “I Always Wanted to Know” section with a whole 
bunch of ultimate tips to help you get deep into the game. 

Here’s a pop quiz, class: In how many Nintendo games has Mario and/or 
his brother Luigi made an appearance? You’ll find the answer at the end of 
this section. Nintendo of America. 1 or 2 players. 


CONTROL PAD 
Arrows: 

The up arrow has several uses. When Mario stands in front of a door, 
pressing up will make him enter. 

Press the A button with the up arrow to make Mario enter into an 
upside-down pipe, or to make Mario jump up out of the water. 

The down arrow also has several uses. Press the down arrow to make 
Mario (except for Frog Mario) squat down. The down arrow can also be 
used to make Mario descend into some of the pipes. Use the down arrow 
with a directional arrow to make Mario (except for our Frog friend again) 
slide down hills. 
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Use the left or right button to go in those directions. Hold down the B 
button with an arrow to make Mario run. 

When Mario is wearing the Frog Suit, use the arrow keys to make him 
swim. Use the arrow keys together with the button to make him swim 
faster. 

“A” BUTTON: 

When Mario is on the ground press the button to make Mario jump. 
The longer you hold down the button, the higher he will soar. 

When Mario is in the water press the button repeatedly to make Mario 
swim. If Mario is in the Frog Suit, he will swim with just the arrow keys; 
pressing the A button will make him swim faster. 

When Mario has the Tanooki Suit or the Raccoon Tail use the A button 
to make him fly or float. Press the button repeatedly. You’ll have to wait 
for the Power Meter to reach its top level in order to fly; see the note 
below in the B button section. 

For a Super Jump, have Mario jump on an enemy and then press the A 
button. 


It’s no pleasure cruise when you find yourself on one of the several Koopa 
Ships. The key to success comes not from weaponry but from your ability to 
Tun, jump, and avoid the various cannon shells, Bullet Bills, and other assaults. 
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“B” BUTTON: 

To accelerate, press the B button while Mario is walking. When Mario 
is moving faster, he can jump higher and farther. The faster Mario runs, 
the higher the reading on the Power Meter will go. When the meter 
reaches its maximum level, you’ll notice three things: you’ll hear a whistle 
blow; Mario will spread his arms, and the P symbol will flash. Press the A 
button now to make Mario fly for a short time. 

To pick up a Koopa shell, first jump on the Koopa to immobilize it. 
Now hold down the B button, run up to the shell and hit it from the side. 
To kick the shell, let go of the B button. 

To use a Tail as a weapon, press the B button when you’re playing as 
Tanooki Mario or Raccoon Mario. Use the wagging tail to break some 
blocks and beat some enemies. 

To throw Fireballs, press the B button after Mario has picked up a Fire 
Flower. 

To turn Tanooki Mario into a statue, press the B button and the down 
arrow at the same time. When Mario has been temporarily turned into a 
statue, he cannot be injured by an enemy. 


SPECIAL MOVES 

Diagonal Jump. Use one of the four diagonal directions to jump up/left, 
up/right, down/left, or down/right. Sometimes the only way to break a 
block is to scoot out to the edge of one below and launch at an angle. 

Jumping Around Corners. A related type of jump starts with a regular A- 
button jump with an arrow key pressed while in midair. 

Jet Coaster Jump. You can make an unusually high jump by sliding down a 
slope and jumping at the very last moment before falling off the edge. 

Jump and Squat. There’s a way to fly into narrow places. Start by running 
and at the last moment before jumping press the down arrow. 

Slide Under. While running, press the down/left or down/right arrow to slip 
through small gaps. 

Dashing through the Gaps. If you get up a good head of steam, you can run 
right over small holes without jumping. 


READING THE MAP 
There are 8 kingdoms in the Mushroom World. At the start of each World 
you’ll get to study a map that includes a number of places to visit, battles to 
fight, and bonus games to play. Here’s how to read the map: 

Start Panel. Well, as you might have guessed, this is where Mario will 
start for each world. 

Action Scene Panel. These are the locations of the various sublevels in 
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each world. They are numbered—for example, the 3 in World 4 would bring 
you into 4-3—before Mario or Luigi have cleared a level. Once you have 
survived one of the levels, the number will be replaced with an M or L, 
representing, of course, one of the names of the brothers. When the panel has 
been renamed in this way, it is now called a Clear Panel. 

At the end of each action scene you will come to a dark screen containing 
the Goal. Within the goal box you'll see Mushroom, Flower or Star cards 
flashing. Jump up and grab a card to clear the level and collect a card. When 
you have any three cards, you’ll be rewarded with an extra Mario. If you 
collect three cards of the same design you’ll gain even more Marios, as 
follows: 

3 Mushrooms = 2 Extra Marios. 3 Flowers = 3 Extra Marios. 

3 Stars = 5 Extra Marios. 

You will also be awarded a bonus score, depending upon how much time 
is remaining on the clock, and any enemies chasing you into the goal area 
will be turned into coins. 

There are two types of Spade Panels you will find on the map. If you 
choose to enter the one with a black spade (you don’t have to enter, but we 
can’t imagine why you wouldn’t want to) you will allowed to play a sliding 
slot-machine game. The goal here is to line up the three rows of partial 
drawings to make a complete picture and earn extra lives. The rewards follow 
the same pattern as the goal cards: 

Mushroom = 2 Extra Marios. Flower = 3 Extra Marios. 

Star = 5 Extra Marios. 

You will also find, from time to time, an N-Mark Spade Panel. This is the 
entrance to a different type of game, modeled after the “Concentration” card 
game. Choose a card using the arrow keys and then select it with the A button 
and then choose a second card; if they match you receive the item shown on 
the cards. You will continue until you fail to make a match twice. See Super 
Secret for an important hint. 

The Mini-Fortresses, not to be confused with the real Fortress, is guarded 
by a plug-ugly named Boom Boom. You’ve got to be quick to defeat hin— 
and it will get tougher in each succeeding world—but the key is to jump on 
him three times. 

When he is out of the way, you’ll be rewarded with a magic ball, and the 
Locked Door will be unlocked, a necessary step to clearing the world. 

Toad’s House, marked by a small mushroom-topped house, is a free 
treasure trove. Just walk right in, pick one of the three boxes you see there 
and press the B button to collect your reward. 

The Hammer Brothers are not a place, but instead a pesky thing. You'll 
find these troublesome Troglodytes pacing back and forth along one or 
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another section of the map. You’ll have to defeat them on each world; when 
you do, you’ll be rewarded with a special item. 

And then, of course, there is the Fortress. Here you must retrieve a royal 
magic wand from one of Bowser’s children. 

When you do get one, the king of this world will be transformed back to 
his normal form and will thank you personally. 


SPECIAL MAP ITEMS 

You were no doubt wondering what are the special items you will win by 

choosing the right box or by beating the Hammer Brothers, right? 

Super Mushroom. A quick change from Mario to Super Mario wouldn’t 
hurt as you enter into some of the action panels. 

Fire Flower. Instant change-o to Fire Mario. 

Super Leaf. Or perhaps you would prefer automatic Racoonness. 

Frog Suit. This will sure help Mario when he’s got to do a lot of swimming. 

Tanooki Suit. This is your basic Tanooki costume, of course; it looks on 
screen like a rather rotund teddy bear. 

Jugem’s Cloud. They’ll allow you to pass an action scene without having to 
play it; obviously you’ll want to save one of these fluffy guys for more 
difficult sections of the game. 

Magic Wing. Puts you in the air at the start of an action scene, at least until 
you run into an enemy. 

Starman. Let’s you start out a tough action scene with a few moments of 
invincibility. 

Hammer. You won’t want to use one of these down in an action scene; 
instead use it to break rocks you may find in your way on the map screen. 

Music Box. Music soothes the savage breast, and in fact can make the Hammer 
Brothers and a few other bad guys fall fast asleep right on the map. 

Magic Whistle. Well, it’s magic, and it’s a whistle, so we suppose it is used 
to call forth something that is hidden. 

Anchor. And what is an anchor used for? Throw one of these guys to stop an 
airship from moving. 

To use one of the special items, you’ll have to make your selection while 
you are on the Map Screen. Press the B button to display the items that you 
have; they will be shown in a special window at the bottom of the screen. Use 
the left or right arrow keys to highlight the item you want to use, and then 
activate it with the A button. If you have collected a whole bunch of special 
items, you may need to use the up and down arrows to flip through multiple 
screens. However, you are only allowed to collect 28 items; after then, each 
new item will replace the 28th item on your list. 
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GUIDE TO THE WORLDS 

World 1: Grass Land. In the Castle of World 1, you’ll run into all sorts of 
unusual challenges, not the least of which is the descending ceiling whose 
spikes on the top can ruin your whole day if you’re not careful. How do 
you survive? Look carefully for the notch in the ceiling that is one block 
higher than the rest of the spikes; get below that one for a sanctuary. Once 
the ceiling has come down all the way, it will rise again for a while and 
you can move on. 

One of the most spectacular scenes of the game comes early when you 
arrive at Koopa Kid’s Ship. You’ve got to first of all survive your way 
across this huge vessel, avoiding the strange bullets and cannon balls 
(jump on top of one of them if you can). When you make it all the way 
across you’ll get to fight the Kid himself. Avoid the magic smoke rings 
that Larry Koopa will blow from his wand and run under him when he 
leaps. The best way to be rid of Larry is to stomp on his head three times. 


The way to use the Transport Flutes to warp to different levels of the game is 
described in “I Always Wanted to Know.” The first flute can be found in 
World 1-3; the second in the Castle of World 1, and the third in World 2-4 after 
a battle against the Fire Hammer Bros. 


World 2: Desert Land (The Koopahari Desert.) The map of this region 
shows only part of the larger world; in fact, once you get through with 
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World 2-4, you’ll have to find a way to break through into an unseen 
Portion of the map. The trick is to retrieve the Hammer Power-up and 
return to the map screen and go to the upper-right corner of the screen. 
Use the hammer to break the block that is in your way and move on. 

In the desert, nasty little Micro-Goombas hide beneath some of the 
blocks and will try to crush Mario. In World 2-2, you’ll find another 
hidden White Mushroom House. The trick to get to it is to make the 
Switch Block appear at the start of the swimming scene, but don’t use it 
immediately. Instead, swim through the world to the right and grab every 
coin and 1-Up you find and then swim back to the left and jump back up 
on the platform. Turn on the P-Switch to turn the blocks into coins and 
then quickly go and grab all of the coins before they turn back. When 
that’s done, the house will appear on the map. 

World 3: Water Land. (Island World.) Go and get that Frog Suit. Like 
most bodies of water this one contains a few islands. Don’t overlook them 
on your quests; get to them by hopping onto one of the cute little boats 
you’ ll find from time to time on the map. Not all of the islands are worth 
visiting, though. 

Deep in World 3 you'll enter into a weird place, even by Mario Bros. 
standards. The turtle you’ll meet there is called Dry Bones, because his 
are. No matter how many times you try to jump on him and send him 
away, he’ll come back to life. Or at least come back to movement. And 
beware of the Rotodisc spinning around the mummy turtle. 

World 4: Giant Land. As if ordinary Koopas, Piranhas, and Goombas 
weren’t enough, here you’ll meet the big guys. In 4-3, you’ll descend into 
the underground home of the Sledge Brothers, tubby turtle cousins of the 
Hammer boys. They throw sledge hammers, and are so big that when they 
jump up and down they bring earthquakes! 

Big Bertha guards the exit from the underwater pipe here in 4-1. There 
are no less than two 1-Ups hidden, one under each of the end blocks of the 
two platforms. Go for them one at a time, since you cannot have two 1- 
Ups on the screen at the same moment. 

The fortress is probably the most difficult area of this world. Hot Foot, 
the living candle flame, will chase you around; Thwomp Traps can put the 
squeeze on you. The least dangerous route out of this room is down the 
center pipe. 

Lakitu floats overhead dropping Spinys on Mario swimming by. This 
underwater stage is plagued by dangerous currents that can make it 
difficult for Mario to avoid his pursuers. 

World 5: Sky Land. There are lots of ways to move through the sky: up, 
down, left, right, or on the diagonal. You’ll find at least that many 
different paths in airy World 5. You're definitely going to want have a 
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Raccoon Suit or a Tanooki so that you can fly around. There are three 1- 
Ups in invisible blocks midway through the Fortress of this level. Look 
for the arrow made of coins and then fly above them. 

Kuribo’s Shoe is something that can only be found in World 5; try one 
on to do some serious stomping. You’ve got to dislodge the Goomba that 
is wearing the shoe before you can jump in. Wearing the shoe, you can 
walk on Munchers, stomp Spinys and crunch Piranha Plants. 

World 6: Ice Land. (Winter Wonderland.) There are no less than three 
Fortresses to be cleared in World 6, and you will have to face fearsome 
foes including Roto Discs, Stretch, Munchers, and Cheep-Cheeps. 

In World 6-4, you’ll have to move quickly to avoid Fire Chomp, along 
with the rotating blocks. You will absolutely need Raccoon or Tanooki 
Mario to clear the next stage, 6-5, with floating enemies and goals. 

World 7: Pipe Land. You’ll find yourself lost in the Pipe Maze, where the 
pipes go up, down, left, right, and back again. Pipes join an upper and 
lower world and there is a complex vertical maze of tubes. 


The oncoming tanks get bigger and bigger in Dark Land, World 8. Ride them; 
don’t be a target. Jump off the one you are on the moment the barrel of the next 
one appears to the right. 


World 8: Dark Land. (Castle of Koopa.) This is Bowser’s final, toughest 
challenge. You’ll start out facing Koopas in tanks, move on to battleships, 
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airships, and eventually (if you’re very, very good) the Koopa Super Tank, 
rolling along with six Rocky Wrenches at the controls. Get past them and 
you’re in the castle and the princess is almost yours! 

The armored column of Koopa tanks starts out fairly small and become 
bigger and bigger and bigger, until you meet this giant cannon which 
shoots two huge bullets one after another. Move quickly to jump onto the 
barrel or duck under it. 


NUMBER OF LIVES 

You’ll start the game with 5 Marios. Additional lives are available by 
collecting coins, goal line cards, or grabbing 1-Ups. You'll be awarded an 
extra life for each 100 coins. 

You can lose lives in many, many ways. These include: 

Being touched by an enemy when you are plain old, regular Mario. If you 
are Super Mario and are touched, you will drop down one notch to Mario; if 
you are Fire Mario or Raccoon Mario, you will drop down to Super Mario. 
Your character will flash for a short while after he has been touched, and 
during that time will be invincible. See Power Player Hints. 

Falling into a hole or pit of flame. 

Running out of time. 


THE 2-PLAYER GAME 

Brother Luigi is lurking inside the game pak, just dying to get out and play. 
All you’ve got to do is find a friend to play with you. Player 1 is 
automatically Mario; Player 2 is Luigi. The two brothers take turns clearing 
action scene panels. 

Now comes a basic decision: do you want the two brothers to cooperate on 
the solution of the game, or do you want them to compete? To cooperate, you 
can have each of the team members clear as many of the levels as he or she 
can. To compete, Mario or Luigi can challenge the other by moving to the 
same action panel last cleared and pressing the A button. 


THE BATTLE MODE 
The basic Battle Mode of the two-player game reaches all the way back to the 
original Mario Bros. game for its design. You are presented with a three-level 
screen with pipes at the four comers. A bunch of bad creatures—including 
Spiny, Crab, Fighter Fly, and others—come out of the pipes. The object is to 
punch the creeps from underneath using one of the Brother’s heads. When 
they are hit in this manner, they will become still for a while; move your 
player up next to them and bump into them to kick them off the screen. 
Punching the POW block in the bottom row of the screen will turn over all 
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of the enemies on the screen at once; you’re only going to be able to punch the 
POW block three times. When a total of five enemies have been dispatched, 
one player wins. If either player is touched by an enemy, he will lose. 

Now comes the nefarious part: if you bump into the other brother from 
underneath, one of the Goal Cards he has collected will fall out, and you can 
steal it. 

The losing player will be moved back to the point where the battle took 
place, while the winner is able to continue on in the game. 

There are also three other Battle Mode games that will be randomly 
displayed at various points in the game. In each of them, your goal will be to 
be the first brother to collect five coins. 

In a two-player game, when one player loses all of his or her lives, the 
Game Over screen will appear. If you choose Continue, the game will resume 
at the beginning of the world you were in with the cleared panels restored to 
action scene panels. If you choose End, the player who is still alive will be 
able to continue the game alone. See Power Player Hints. 


TYPES OF BLOCKS 
All over the kingdoms of Super Mario Bros. 3 you will find blocks that are 
worth trying to crack open. Use your head, or your tail or a Koopa shell. 
Among the types you will find are: 
Bricks. Super Mario can pound these into smithereens. Why? Because he 
likes to, and because sometimes he’ll need to break open a passageway. 
Jump Block. Land on top of one of these and use them as a springboard to 
soar high in the sky. 

Question Blocks. You'll never know exactly what you will get when you hit 
one of these guys. 

Switch Blocks. Look for the P blocks for special and unusual reactions. 


CHANGING MARIOS 
There are four special items that can be used—in various combinations—to 
give our buddy Mario a power boost. 

The first you are likely to come across is a brown Super Mushroom. Grab 
one to make Mario into Super Mario: faster, larger, and one step farther away 
from extinction. 

Once you’re in the Super Mario form, you may uncover a Fire Flower 
which will make you into Fire Mario, capable of throwing fireballs. Like 
Super Mario, Fire Mario is a continuation of a skill learned in the Super 
Mario Bros. game. 

Or, you might uncover a new skill when you grab a Super Leaf. Latch onto 
one to change Super Mario in Raccoon Mario, able to fly and break blocks 
with his talented tail. 
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You are also able to change from Raccoon Mario to Fire Mario by grabbing 
a Fire Flower, or the other way around by snarfing down a Super Leaf. 

Finally, there is Starman, which will make any Mario invincible for a short 
period of time. 


ENEMIES 

First of all, we’re sure you will want to welcome back Bowser and most of 
the nasty fellas who are part of his turtle tribe; you met them in Super Mario 
Bros. New to this game are bad guys including: 


ABOVE-GROUND ENEMIES 

Para-Goomba. A new form of Goomba, this guy has wings. But, the flying 
apparatus will fall off when you jump on it. 

Micro-Goomba. Baby Para-Goombas, they’ll try to latch onto Mario. Press 
the A button repeatedly to try to shake them off. 

Firesnake. A rolling, flowing chain of fireballs that will stop at almost 
nothing to get through to Mario. 

Para-Beetles. They look like one of those funny hats with wings; instead of 
wearing one, why not try to ride on one of their heads? 

Fire Chomp. This black ball drags behind it a chain of exploding fireballs. 

Chain Chomp. A motor moth tied to a block by a chain. We haven’t figured 
out a way to beat this guy at all; the only strategy we can recommend is to 
get the Star or to deliberately sacrifice a Mario to make him invincible and 
run by the chomper. 


UNDERWATER ENEMIES 

Bloobers. The Bloober is a strange octopuslike creature that swims around 
with its children in tow. A relative is The Scattering Bloober, which has a 
bunch of kids that will scatter everywhere and anywhere. 

Cheep-cheep. A spiny fish that will do its best to get in the way. 

Jelectro. An electric jellyfish. They cannot be destroyed! 

Lava Lotus. An artificial flower that will spit out lava balls. 


UNDERGROUND ENEMIES 

Buzzy Beetle. An old enemy with a new power. Now he can walk on the 
ceiling. 

Spike. A cute little guy who goes crazy and starts throwing spiked balls. 

Bob-omb. When he’s walking around, he’s okay. But if he stops and starts to 
flash, he will soon explode and destroy all that is around him. 


AIRSHIP ENEMY 
Rocky Wrench. A turtle that can pop up from almost anywhere, throwing a 
wrench into the works. 
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FORTRESS ENEMIES 

Thwomp. He can’t be touched; avoid his crush. Rotodisc. Stay out of the 
way of the moving bar. 

“Boo” Diddly. He won’t bother you when he’s facing you, but don’t turn 
your back on him. 

Hot Foot. He lives in a burning candle, and will jump out in hot pursuit if 
Mario gets too close. 

Dry Bones. A bag of mummified turtle bones, it can’t be killed. You can, 
though, keep jumping on him to slow him down. 

Stretch. A ghost who hides under the floor. 


THE PIRANHA PLANTS 

Venus Fire Trap. You'll meet all kinds and shapes, hiding out in the pipes. 
Watch out for the fireballs. 

Ptooie. Instead of fireballs, these plants emit spiked balls. Some of these 
plants will be in pipes, and some will walk around. 

Walking Piranhas. Small flowers that will jump up and try to get at Mario if 
he gets too close. 

Munchers. These little flowers won’t reach out for Mario, but they’re deadly 
if they are touched. In fact, they can’t be destroyed, so you’ll have to 
avoid them. 


HAMMER BROTHERS 

Boomerang Brothers. These guys look like your basic turtle until they let 
loose with one or two deadly boomerangs. 

Fire Brothers. Great balls of fire! 

Sledge Brothers. These guys will shake the earth with each jump; try to 
jump yourself each time they hit the ground. 


I ALWAYS WANTED TO KNOW 
I need some more lives! So do we all. Well, first of all, collect all of the gold 
coins that you can; each 100 will buy you another life. And, you can grab 1-Up 
tokens inside of some blocks and in the various games of chance within the 
cartridge. But let’s talk about some of the more unusual ways to earn a 1-Up. 

You know that you can earn extra points by stomping several enemies in 
quick succession, bouncing from one to another, If you can knock off a quick 
9 in a row, you’ll be rewarded with an instant 1-Up. To do this, you have to 
wear the Raccoon or Tanooki suit, and of course, you have to have a bunch of 
enemies to stomp. Try one of the Goomba generating pipes. 

Another way to pick up an extra 1-Up or two is to kick a Koopa when it is 
between a pair of obstacles and let it just bounce back and forth and back and 
forth. Do this in a place where there is a steady stream of enemies, and the 
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Koopa will do all of the work of collecting points and you can just sit and watch. 

When do those White Mushroom Houses appear, and what is the pattern 
for the rewards within? Good question, and one that is not obvious to game 
players. In some of the levels of the game, the White Mushroom House will 
appear on the screen when you have collected a certain number of coins, as 
follows: 


Level 14 44 coins Level 2-2 30 coins 
Level 3-8 44 coins Level 4-2 22 coins 
Level 5-5 28 coins Level 6-7 78 coins 


Level 7-2 46 coins 

Now, about the rewards within: in even-numbered worlds (2, 4, and 6) 
inside the house is an anchor; in odd-numbered worlds (1, 3, 5, and 7) you 
will find a P-Wing. The anchors will keep the Koopa Kids’ Ship from 
moving; the wings give unlimited flight. 

How do I find the Warp Zone? Well, you'll need to find and then blow the 
three Transport Flutes. The first flute can be found in World 1-3. Look for 
three large white blocks that stairstep from left to right. Stand on the middle 
block and press and hold the Down arrow and you will descend behind the 
block; go right and continue until you reach the flute. The second flute can be 
found in the Castle of world 1. Go deep into the castle and look for the three 
small church-like windows. Use your raccoon tail powers and fly, up and over 
the wall and head to the right to enter the secret flute room. The third flute can 
be found in World 24 after a battle against the Fire Hammer Bros. The second 
flute can take you to Levels 5 through 7; the last flute all the way to 8. 


SUPER SECRETS! 

The Card Game. If your memory is anything like ours, the thought of the 
card game found beneath the N-Spade Panel can give you a headache. There 
are 18 cards laid facedown and you’ve got two chances to find a matching 
pair of cards. Of course, you might just get lucky, but it’s also not as difficult 
as it would seem. You’ll keep coming back to the same set of cards, with 
symbols in the same locations, many times before the cards are shuffled. You 
might want to take notes about which card is located where. 

But it’s even easier than that, actually. Only eight patterns are used in the 
game, and there are a few common threads between them. The last three 
cards on the bottom row of all of the patterns are the same: Mushroom, 
Flower, and Star. The fourth card in the top row is a Flower in six out of the 
eight screens. And the first card on the bottom row is a Star on six of eight 
screens, too. 

Here are the eight plans: 

CARD 1 CARD 2 
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By the way, the game panel appears on screen each time you score 80,000 


points. 
The Secret Coin Boat. Not all of the ships in the game are evil places. There’s 


a secret ship you won’t read about in the instruction manual. The Coin Boat 
has no less than 168 free gold coins (worth about a 1-Up and a half). You 
can grab as many as you can before the ship moves off the screen. In order 
to make the Coin Boat appear in front of the Koopa Kid’s boat on the map, 
you’ ll have to have completed at least one round and you’ ll have to exit that 
round with coins that are equal to 11 times the round number. In other 
words, exit round 3 with 33 coins, or round 5 with 55. 

99 to 1? The only way we know of to beat any of the Mario games is to enter 
the upper levels with many, many extra lives. Here’s a way to bring 99 to 
the table. 

Go to World 2 and pick up the raccoon suit. Go from there to the mini 

fortress. On the first screen you will find three skeleton turtles; when all 
three are available, jump from turtle to turtle as long as you can; there are 
as many as 99 1-Ups to be had here. 
The First Flute. As you get to the final scenes of World 1-3, you will come 
across five boxes, colored green, white and light blue. The central white 
box is suspended over a group of six green bushes. Land on this white box 
and press and hold the Down arrow; after about 10 seconds, you will drop 
through the white block as if it were a cloud. 

Continue through the world, without losing any lives, and go past the 
bonus box at the end. One screen further will be Mario; follow him to a 
room with a chest containing a flute. 

Silver Arches. You’ll face a Chain Chomp, straining against the leash that 
holds him to the blocks at the top of the arch in World 5-1. There’s a Star 
Man under the middle question block to the left. Further back to the left, at 
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the very top of the arch, is a Switch Block. Fly to it as Raccoon Mario and 
turn the switch, and two giant “3s” made up of silver coins will appear 
under the arch. Collect them and then fly up and break the overhead 
blocks with your head to escape. 

Mastering the Mushroom Blocks. If you hit the left side of a Mushroom 
Block, the Mushroom that appears will move to the right; hit the right side 
to send it to the left. In certain situations, the only way to grab the ‘shroom 
is to send it in a particular direction, so pay attention here. 

Summoning a Great White Treasure Ship. Go for the gold by turning a 
Hammer Brother into a White Ship. It’s a rather complex four-part 
process: 

1) First of all, you have to be in worlds 1, 3, 5, or 6; 

2) Next, collect coins to a number that is a multiple of 11. (For 
example: 11, 22, 33, 44, 55, etc.); 

3) Now you must score points until the tens digit of your score (the 
second number from the right) matches the tens digit of the number of 
coins you have collected, and 

4) Finally, stop the timer at the end of the stage on an even number. 

Simple, huh? Here’s one example of a successful series: World 3, 55 coins, a 
score of 20,352 points and the timer stopped at 168. 


POWER PLAYER HINTS 

Koopa Toss. Pick up and throw a Koopa shell to break some of the blocks 
that are otherwise hard to get at. 

Koopa Keeper. To permanently rid yourself of an unwanted Koopa, stomp 
on it, pick it up, and then drop it down a pipe. 

Safety in Invincibility.When Super Mario, Fire Mario, or Raccoon Mario is 
touched by an enemy, he will drop down one notch to a lesser character; 
for a short while after he is touched, he will be invincible. You can use 
this to your advantage to get past some very tricky spots: go ahead and 
touch or be touched and then run through the enemy area that had blocked 
you before. Invincibility, however, will not protect you from a fall into a 
hole or fire. 

Multi-Stomping for Fun and Profit. Stomp a bunch of enemies without 
touching the ground and you will rack up big points. If you are suited up 
as Raccoon or Tanooki Mario, you will earn 1-Ups for each creature you 
crush after nine in a row. 

Playing with Yourself. One way to increase your chances of getting pretty 
far in the game is to choose the two-Player option and take turns all by 
yourself on each of the controllers. Obviously, you will want to play in the 
cooperative mode rather than competitive. Playing in this way gives you 
10 lives rather than 5 between Continues. 
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Up the Pipes. One important difference in Mario 3 is that there are up pipes 
as well as down ones, and yes, there are nasty Pirana plants in some of the 
up pipes, too. Work on your timing to jump over the plants when they are 
within the pipes; when you are Fiery Mario (grab a Fire Flower to earn the 
power) you can try to knock out the plant. 

Jumping for Dollars. The Jump Blocks play just the note you’ll want when 
you need to soar way, way up in the sky. Pounce on them and press and 
hold the up arrow. Why would you want to jump so high? Well, perhaps 
you'd like to go into an upper world full of coins? Just a hint... 

Toad’s Game. When you go into Toad’s House, he’ll offer to let you play a 
no-lose game. There is a Power-up item inside each of the boxes, but 
you'll never know which is which until you choose one. And speaking of 
mushrooms, keep an eye out for a very special White Mushroom House. 
This will usually appear after you have done something very special in the 
game; the contents of the box you will find in that house is very special, 
too. You’ ll find Anchors, P-Wings, or Tanooki Suits. 

Chasing a Raccoon Tail. Grab a leaf to give Mario his super new power, the 
Raccoon Tail. With it, Mario can fly through the air for short distances at 
a time. Once he has his tail, pay attention to the Power Meter at the 
bottom of the screen; the meter is an indicator of Mario’s ability to fly. 
Pressing the B button while Mario is walking will make him go faster, 
permitting him to jump higher and farther. The more you hold down the 
button, the higher the rating on the Power Meter will go, and when it is all 
the way to the right Mario’s arms will open up, a whistle will blow and the 
P symbol will flash. Press the A button repeatedly to make Mario fly. 

Riding the Rails. Some of the platforms in the game are on a track called 
Rail Lifts. Study the track for a moment to see its path so that you’ll know 
when to jump. There are three other kinds of lifts you’II also come across: 
Rotary Lifts, which are sort of like runaway escalators; Donut Lifts, which 
can drop you right through their hole, and Directional Lifts that will move 
just like the arrow indicates when you jump on one and press your arrow 
key in the appropriate direction. Notice, by the way, that our Mario is now 
Raccoon Mario. 

Do the Stomp. You can earn extra points by stomping several enemies in 
quick succession, bouncing from one to another. If you can knock off a 
quick 9 in a row, you’ll be rewarded with an instant 1-Up. To do this, you 
have to wear the Raccoon or Tanooki suit. Hang around one of the 
Goomba generating pipes to find a good supply of enemies to stomp. 

Koopa Kicking for Fun and Profit. Another way to pick up an extra 1-Up 
or two is to kick a Koopa when it is between a pair of obstacles and let it 
just bounce back and forth and back and forth. (We call this the Koopa 
Scoopa.) Do this in a place where there is a steady stream of enemies, and 
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the Koopa will do all of the work of collecting points and you can just sit 
and watch. 

Suicide for Fun and Profit. If you come to a world with multiple 1-Ups 
scattered about, you may want to spend a little time picking up some extra 
lives. Go through the world and collect as many 1-Ups and coins as you 
can; then jump off a cliff (or let Mario get killed) before the timer runs 
out. You will reenter the same world, with the same 1-Ups, again. 
Obviously, this strategy does not make sense if there are not at least two 
1-Ups you can get to. 

Grab Those Stars. The game awards five extra lives when you collect three 
Star cards. To increase your chances of being issued a star card at the end 
of each world do the following: run toward the goal as fast as you can by 
holding down the B button, and then jump at the card at a 45-degree angle, 
which is halfway between straight up and straight across. 

What a Card! If there are five or more enemies on the screen at the moment 
you grab a card at the end of a world, you will be rewarded with a 1-Up and 
bonus points. One world where you will have ample opportunities to use 
this trick is 5, where Lakitu and his Spinys will chase you to the very end. 


POWER ZOOMING 

This game is tough enough to finish; let’s give some thanks to the 
programmers who included a Continue option in the game. If you choose 
Continue after you have lost all of your Marios, the game will restart at the 
beginning of the world you were in. You get to keep any item you have 
picked up, but all of the action panels you have cleared will have to be 
cleared again, except for the Mini Fortress. 


COUNT THE MARIOS 

By our count—and we’re probably missing a few—those lovable Italian 
plumbers have appeared in no less than 23 different titles, either as stars or as 
members of the supporting cast. We’ve found them in: Mario Bros., Super 
Mario Bros., Super Mario Bros. 2, Super Mario Bros. 3, Donkey Kong, 
Donkey Kong Jr., Donkey Kong Classics, Donkey Kong Jr. Math, Wrecking 
Crew, Dr. Mario, Dr. Mario Game Boy, Pinball, Tetris, Golf, Mike Tyson’s 
Punch Out!, Tennis, Game Boy Tennis, Game Boy Baseball, Game Boy 
Alleyway, Game Boy Super Marioland, Game Boy Golf, and Game Boy 
Tetris. And then there is Super Mario World (Super Mario Bros. 4) for the 
Super NES. 


Super Mario Bros. 3 is a trademark of Nintendo of America. © 1990 Nintendo of America. 
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Castlevania 


The demon of darkness, the king of creepiness, the fearsome fang himself: 
Here’s Dracula, in the second chapter of a classic Nintendo video game 
series. The adventure began with Castlevania, the story of Simon Belmont’s 
battle against the forces of evil. 

In this chapter, we’ll go over some of the high points of this challenging 
game. 

Town of Veros. Hidden below the last step down from Verso Woods, this is 
the home of a shop where you can purchase a Chain Whip and a throwing 
Dagger. Go to the church and speak to the priest to regain a full dose of 
Life Meter points. 

Berkeley Mansion. You’ll be glad you picked up the whip and dagger. Use 
your Blue Crystal to make visible some of the hidden ways to move 
around the mansion. Take the Stake to the old man to find Dracula’s Rib 
in the last room. 

Rover Mansion (Lauber Mansion.) Dracula left his heart in old Rover 
Mansion. Not all of the walls and floor stones in this building are real. 

Laruba Mansion. Located past the Joma Marsh, it is the home of Dracula’s 
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Ring. Collect the Stake and Laurels and bring them to the room of the 
Weeping Mask. There you will need to throw the Gold Knife at the mask 
and win the Magic Cross. The ring can be found in the next room. 

Dead River. The destination of your ferry depends on which item you show 
the Ferryman. Show Dracula’s Heart to be taken to Brahm’s Mansion; 
show the Blue Crystal to get to the town of Alba. 

Alba. Trade your Blue Crystal for the Red Crystal when you meet the 
warrior. While you’re in the town, pick up some Garlic and Laurels, too. 
Bodley Mansion. Here lies Dracula’s Nail. To enter, bring the Red Crystal to 

Deborah Cliff. 

Castlevania. Are you sure you really want to be here? Of course you don’t. 
Work your way down the levels, using Holy Water when necessary to open 
passages. When you reach the crypt, you will put together Dracula from the 
pieces you have collected and watch as he comes back to life. Then you’ve 
got to kill him. (Don’t ask why—that’s just the way it is.) Use Laurels as 
protection and aim your Flame Whip at the Drac. When he splits into 
pieces, keep whipping at his head. And then he’s dead... or is he? 


SUPER SECRETS 
To see the second ending of the game, use this password and destroy 
Dracula: 

OYZY UQAU 

R12S SMIA (The second character in the second line is a “one” and the 
seventh character is a capital letter “T”.) 

There’s even a third ending: 

C1DF 026D 

LIKN SWJK (The second character of the first and third word is a “one”. 
The first character of the second word is a capital letter “O”.) 


Castlevania II: Simon’s Quest is a trademark of Konami, Inc. © 1989, Konami. 
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Castlevania Ill—Dracula’s Curse™ 


GRAPHICS: 9 RESPONSE: 9 
FUN: 8 ULTIMATE SCORE: 25 


Our hero Trevor Belmont moves through a portal between areas in Warakiya. 
His energy level is at full strength and he has picked up a throwing dagger; he 
will need both very soon. 


You just can’t keep a good dead guy down. Drac’s back, again. 

Thus far, the evil Count Dracula has managed to survive three harrowing 
adventures, starting with Castlevania, which was a groundbreaking action 
game with whips and monsters and pits and all that good stuff. The first 
sequel was Castlevania II: Simon’s Quest, which was more of an adventure 
game. In that game, Simon must collect his scattered body parts and then 
return to the castle for one last battle against the count. The quest travels 
through graveyards, castles, forests, lakes, and villages. Weapons include five 
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different kinds of whips and numerous magic potions. The third time out of 
the box was Castlevania: The Adventure, a remarkably detailed Game Boy 
challenge. 

And now we have Castlevania III—Dracula’s Curse. What more could a 
boy or ghoul ask for? 

Actually, this new game is not a sequel, but instead a prequel. The game 
takes place 100 years before the birth of our familiar hero Simon Belmont; 
this challenge stars Trevor Belmont, forefather of the family. As Trevor 
Belmont, you possess an unusual power: the ability to transform yourself into 
three different partner spirits, each of whom can help you in varying ways. 

The story takes place in the village of Warakiya, at the base of the lovely 
Morbid Mountains. The village remains peaceful although all hell seems to 
be breaking loose up in the hills; in fact, all of the people have fled. You see, 
Count Dracula has assembled an army of evil (including your basic Swamp 
Dragons, Slasher Skeletons, and Forces of the Undead), and they’re readying 
a march from the Valley of Graveyards. 

You'll get to battle through 17 levels of terror, armed with the mighty 
Battle Axe and the famed Mystic Whip. Konami. One player only. 


Let us pray. And let us also use our Mystic Whip to slash away at as many of 
the candles as possible. Special items within include Hearts of Stone, Legs of 
Werewolf, Pocket Watches, Invisibility Potions, Rosaries, 1-Ups, and more. 
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CHARACTERS 

The leader of the band is Trevor C. Belmont, forefather of Simon Belmont, 
the star of the later adventures. Trevor has several special weapons, given 
him by the Poltergeist King. They include the Mystic Whip, the Battle Axe, 
the Banshee Boomerang, a Dagger, and a supply of Sacred Water. Trevor 
also carries a few special items, including a Pocket Watch, Invisibility, and 
the all-important Rosary beads. 

One of Trevor’s most powerful abilities, though, is his talent for splitting 
himself into one of three partner spirits. They are: 

Alucard. He is... oh, boy... the son of Count Dracula himself, and once in 
league with his devilish dad. But he has seen the light and has turned against 
Drac. Alucard, who lives in underground tunnels, has learned how to turn 
himself into a bat. That’s the good news; the bad news is that he cannot 
attack while he is in the air, and he will turn back into a humanlike form if his 
wings are clipped by an enemy. 

In terms of almost-ordinary weaponry, Alucard attacks with something 
called a Ball of Destruction. Grab a special power booster, and the ball 
can fire in three directions at once. 

Grant DaNasty. A pirate captain encaptured into a ghostly villain by 
Count Dracula, this guy will start out by attacking you from the Clock Tower 
of Untimely Death. If you can defeat him, though, his spirit will join your 
side of the battle. A strong and nimble little guy, he can hump onto walls or 
ceilings and stick to them like a fly. He can get through some places too 
small for Trevor to navigate. His primary weapons are an axe and a dagger. 
Because of his size, though, he will damage easily. 

Sypha Belnades. The Mystic Warlord of Warakiya is a powerful ally for 
Belmont, but he has little defensive ability, so he should fire first and avoid 
being hit. He uses a Warakiya Staff to attack, and can also fire flames, frozen 
crystals and lightning bolts at enemies. 

At the start of the game old Trevor will be all alone. But as you get deeper 
into the adventure, one of the spirits will suddenly materialize after you have 
successfully defeated the Ultimate Evil at the end of a Terror Level. When 
the spirit appears, a message will appear on the screen announcing his arrival; 
you will then be allowed to decide whether to add him to your vampire- 
hunting party. You can only travel with one spirit, and once you pass over a 
new partner or displace one you are traveling with, that spirit is gone forever. 

To switch from Trevor to his traveling partner, or from the spirit back to 
Trevor, press the Select button. 
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CONTROL PAD 

Arrows: 

Press Left or Right to move in those directions; press Up or Down to climb 
up or down stairs. 

Press one of the arrow keys toward a wall or ceiling to make Grant attach 
himself and climb. The arrow can be used together with the A button to 
make him jump and stick. 

“A” BUTTON: 

Press to jump. 

Press the Down arrow and the A button together to transform Alucard into a 
bat; press the button combination again to change him back to a 
humanlike creature. 

“B” BUTTON: 

Press to attack with your main weapon. 

Press the Up arrow and the B button together to attack with the Warakiya 
War Item currently displayed in the Warakiya War Item Window. 

“A” and “B” BUTTONS: 

At the title screen you can choose the background music to listen to during the 
game, or even choose to turn off the sound completely to compete in eerie 
silence. Press the “A” and “B” buttons together to bring up the sound mode 
screen and then use the up or down arrows to go through the options. 

Select: 

To switch from Trevor Belmont to a spirit partner, or from a spirit to 
Belmont. 


NUMBER OF LEVELS 

There are 17 Terror Levels in the game. Your path through the various levels, 
which include the Murky Marsh of Morbid Morons and the Sunken City of 
Poltergeists, will depend to some extent upon which forks in the road you 
take. You may want to make a map or keep notes on the roads traveled. 


NUMBER OF LIVES 

Trevor will start with 3 lives. You will lose a life each time your Life Gauge 
reaches zero. When you transform into a partner spirit, you will share a single 
Life Gauge. You will receive an extra life at 20,000 points and again after 
each 50,000 points in the game. You should also be on the lookout for 1-Ups 
for free lives. 


TIMING 
Each level is timed; if you fail to complete the level before the clock runs 
down, you will lose a life. 
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Dem bones, dem bones, dem dry bones tossed by a Slasher Skeleton at top 
center. Find a safe spot to hide until the right moment to jump up and return 
him to dust. 


SECRET ITEMS 

As you progress through the game and knock down or blow out all of the 

candles and lanterns you see on the screen, or defeat certain enemies or 

destroy some of the walls, special Power-Ups will appear. They include: 

Heart of Stone. The more of these rocky thumpers you collect, the more you 
can use your Warakiya War Items, and the longer Alucard can fly like a 
bat. 

Leg of Werewolf. Yumm. Each one you scarf down will restore some of the 
slices of your Life Gauge. 

Bonus Bag. There’s points inside, partner. 

1-Up. A free life. 

Double Trouble. Look for the big “II” to earn the right to fire a Warakiya 
War Item twice in a row. This power can be used by Trevor and Grant 
only. 

Triple Threat. The big “III” gives Trevor and Grant three shots of Warakiya 
magic. 

Pocket Watch. This will give you a bit of time, when it freezes all enemies 
in their tracks. 
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Invisibility Potion. Guess what this does? Just for a short period of time, 
though. 
Rosary. Will destroy all of the evil enemies on the screen at once. Just once. 


SPECIAL WEAPONS 

Trevor Belmont 
MAIN WEAPON: Mystic Whip. Fans of the Castlevania series will 
recognize this trusty old snapper. You’ll start out with the basic model, 
but it can be upgraded by the capture of certain Power-Up items to a 
Chain Whip and eventually a Long Chain Whip. 
WARAKIYA WAR ITEMS. Trevor can only possess one at a time; 
each time you pick up a new one, it will replace the one currently 
highlighted in the Warakiya War Item window on the screen. 
(Therefore, you may not want to grab every one you see if you like the 
one you’re currently using.) Items are: 
Battle Axe. A long-distance throwing item. 
Dagger. It flies straight and fast, but is not the most powerful weapon. 
Banshee Boomerang. A slow, powerful flying wheel of death, it will 
retum to your hand. 
Sacred Water. Throw it for a fiery cocktail. 

Sypha Belnade 
MAIN WEAPON: Warakiya Staff. A pretty swinging thing. 
WARAKIYA WAR ITEMS: 
Flames. They’ll bum up anything they touch, natch. 
Frozen Crystals. Freezes your enemies for a short while; when they 
are iced, jump on top of them and destroy them with the Warakiya 
Staff. 
Great Bolts of Lightning. 

Grant DaNasty 
MAIN WEAPON: Dagger. Can be used in hand-to-claw fighting, or 
can be thrown. 
WARAKIYA WAR ITEMS: Axe. Very powerful, but very hard to 
find. 

Alucard 
MAIN WEAPON: Ball of Destruction. Alucard’s best (and only) 
weapon is his ability to throw this ball. Grab Power-Ups to improve the 
ball so that you throw it in two or three directions at once. Alucard can 
also transform into a bat to zip around the screen, although he cannot 
fight while in the air. While flying, Alucard will use up some heart 
marks; if he runs out of hearts or is hit by an enemy, he will turn back 
to humanlike form. 
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ENEMIES 

Well, in addition to Count Dracula, they’ve managed to include old favorite 
Frankenstein, as well as others including the Pillar of Bones and the Gates of 
Death. 


USING PASSWORDS 

At the end of a game session, choose Password to see the code that will allow 
you to resume play at a later time. Write down the code and enter it at the 
start of the next game. 

The password code for Castlevania III uses symbols instead of characters. 
To help record them, draw a 4x4 grid on a piece of paper and make your own 
symbols for the hearts, whips, and crosses. Be sure to also record the name 
you have entered, since it is part of the password. 


SUPER SECRET 
Defeat 10 enemies in a row and you will be rewarded with a Double Shot 
weapon multiplier; defeat 10 more for a Triple Shot. Other IIs and IIIs are 
found within blocks. 

Want to start the game with 11 lives instead of 3? Use the following 
passcode name at the start of your adventure: 

HELP ME 

Here’s a password to take you deep into the game, to meet Grant Dynasty 

at Route 16: 


. . . . (Skip over the passcode name) 
* Cc * € *=BLANK 
E * * * 
* H H * 
X X war O C=CHAIN 
H=HEART 
X=CROSS 
POWER PLAYER HINTS 


Spirits will materialize after you defeat the Ultimate Evil at the end of each 
Terror Level. You’ll see the name of the available spirit on your message 
screen. You are only allowed to have one partner spirit at a time; if you like 
the one you’ve already got, don’t accept the new partner and continue the 
game. Press the Select button to transform into a partner spirit. 

You can continue your game at the start of the level where your character 
died. 


Castlevania I1]—Dracula’s Curse is a trademark of Konami, Inc. © 1990 Konami, Inc. 
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Teenage Mutant Ninja Turtles™ 


GRAPHICS: 8 RESPONSE: Ji 
FUN: 8 ULTIMATE SCORE: 23 


Have you ever wondered what happens to all of those cute baby turtles 
flushed down the toilet at the end of their careers as pets? And what is the 
effect of the nasty, nasty toxic chemicals coursing through the sewers of the 
big city? 

Well, if there are any of you out there who don’t know, the answer is: 
Teenage Mutant Ninja Turtles. These are the good guys, err, good turtles, and 
they’re ready to kick some tail on behalf of their trusted friend April O’Neil, 
kidnapped by the Ninjitsu Foot Clan. The bad guys are lead by Shredder and 
the other members of the clan. 

The battle takes place above and below the streets of New York. There are 
five levels, each with several stages. Watch out for Roller Cars and 
Shredder’s Life Transformer Gun. 

Oh, did we tell you? The TMNTs need to keep their energy up at all times 
by eating pizza. Lots and lots of it. 

Hey, now: this one we believe. 
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TMNT is based on the extremely popular comic book characters that have 
since expanded into an empire that includes a television cartoon, toys, 
sweatshirts, and almost anything else you could think of. 

This game is very well designed and a lot of fun to play. The musical 
accompaniment is not something you’ll want to hum around the house, but it 
is appropriately frenetic and arresting. Ultra. One player only. 


CHARACTERS 

Four terrific tortoises, each named after famous Renaissance painters, for 

some reason. You can change from one turtle to another for as long as each 

has enough energy. See “I Always Wanted to Know” for an important hint. 

Leonardo. He’s a whiz with his Katana Blade, a great swooping sword good 
for slicing bread and attacking overhead enemies. Use him as a mule to 
slog through the areas that require endurance rather than speed of 
firepower. 

Raphael. He uses a short Sai blade, sharp as a pin at the end. Great for close- 
in fighting against small, flying things. 

Michelangelo. A bit less powerful than the other turtles, he is uncommonly 
brave. He wields a wicked Nunchukus, a pair of sticks joined by a chain at 
the top. They are especially effective against smaller enemies. 

Donatello. The Bo looks like a simple stick, but in the hands of a Ninja 
master it is a super weapon. He is the strongest of the four, but he is also 
slow—even for a turtle. His stick will reach far in front and behind. 


CONTROL PAD 

Arrows: 

Moves the turtles up, down, left, or right. 

“A” BUTTON: 

Press to make a turtle jump. Hold down the A button for a while to jump 
higher and sail over some enemies and obstacles. When you are cruising 
in the Party Wagon, press this button to fire the Vulcan Cannon. 

“B” BUTTON: 

Press to make a turtle attack. When you are cruising in the Party Wagon, 
press this button to launch Anti-Foot Clan Missiles. 

“A” and “B” Buttons: 

Press together to make a turtle jump and attack in one move. 

Select: 

Used to enter the subscreen, and to enter and exit the Party Wagon on the 
surface. 
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The Turtles move around in the upper world, diving into open sewer holes to 
fight for the freedom of April O’Neil. Watch out for the Rollercar shown 
cruising the streets at lower center; its treads can make Turtle soup real quick. 


WORLDS 

You'll travel about over and under the Big Apple. Places you’ll visit will 
include: The Sunny Side of the Sewer; The Streets of New York; The 
Hudson River; Fifth Avenue/Greenwich Village; Hudson River near the 
Holland Tunnel; Wall Street; JFK International Airport; Shredder’s 
Base; the South Bronx, and The Technodrome. 


NUMBER OF LIVES 

One life for each of the four turtles. Actually, to the credit of the designers of 
this game, the turtles don’t “die” when they run out of energy, but are instead 
captured by the Foot Clan. And captured turtles can be freed by touching 
them if you find one during your adventure. Just one rescue per level, though! 


SPECIAL ITEMS 

Anti-Foot Clan Missile. You’ll want one of these in Level 3 to knock down 
the barricades. 

Bo. Donatello’s little stick. 
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Boomerang. Knocks down anything in its path and then returns. Catch it to 
throw it again. 

Katana Blade. Leonardo’s blade. 

Kiai. A rolling pin of a weapon, it will knock down anything in its path when 
thrown. 

Mr. Invincibility. Gives you a dose of indestructibility medicine for a short 
while. 

Nunchukus. Michelangelo’s work of art. 

Pizza (Whole). A whole new life restored! 

Pizza (Slice). A slice of life restored! 

Pizza (Half). A whole half of a life restored! 

Sai. The point of Raphael’s defense. 

Single Shuriken. A throwing star. 

The Rope. You’ll want these in Levels 3 and 4 to go from building to 
building. 

Triple Shuriken. Three throwing stars. 


: INFORMATION: AREA 1: 


[_ bee 


E REPH_] 


LEONARDO GOT j pon 
CAUGHT. WHO 

FIGHTS NEXT? 

y 


When a Turtle loses all of his energy points, he is captured by the Foot Clan. 
Your luck in the game may depend upon the order in which you choose your 
turtles. And don’t be shy about changing turtles in midstream to face a new 
type of challenge: each has special abilities. 
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ENEMIES 

Chainsaw Maniac. His name tells all. 

Fire Freak. This guy’s a real flamer. He throws fireballs that turn into 
clones. 

Foot Clan Soldier. A soldier on a karate kick. (Ouch!) 

Giant Frog. Stay away from his tongue. 

Mouser. Kind of a cross between a robot, a mouse, and a termite, this guy 
likes to nibble on iron . . . and Splinter. 

Robo. This is a mean turtle-fighting machine. 

Roller Car. A Foot Clan steamroller, it cruises the streets in search of turtles 
to smash. 

Searchlight Mechanism. A helicopter with a lightbulb, or is it a lightbulb 
with a helicopter? Whatever—stay out of the glare. 

Stick ‘em Up (The Roof Leaper). A sewer creep, he (it?) hides on top of 
sewer pipes ready to pounce. 

The super Karate Bosses include: 

Bebop and Rocksteady. Part weird beast and part common criminals, these 
nasties patrol the end of Level 1. They’re worth 4,000 and 5,000 points 
each. 

Mecaturtle. He may look like a cousin, but he’s not. He’s in charge of the 
end of Level 3. 6,000 points, or 7,000 if you get him after he transforms to 
reveal his true self. 

Big Mouser. That’s what he is, too. You’ll find him at the end of Level 4. 
8,000 points. 

Technodrome Guardian. This is the heavy artillery, at the end of Level 5. 
Aim for the Eyeclops Radar on top, it’s the weak spot. 9,000 points. 

Shredder. This is the meanest of the mean, the baddest of the bad, the ugliest 
of the ugly... you get the idea. You’ve got to destroy him and capture his 
Life Transformer Gun. 10,000 points. 


I ALWAYS WANTED TO KNOW 
I am able to choose any turtle I want to start the game and to use next after 
one is captured. Which ones should I use when? Good question. As you 
progress through the game, you will learn that different turtles are better at 
different challenges. Your luck in the game may depend upon the order in 
which you choose your turtles. For example, Donatello’s Bo Stick is very 
effective when you come across Rocksteady in Area 1, the opening sewer 
scenes. Try to sneak up behind him. Donatello or Leonardo are also good 
long-range battlers against Bebop’s machine gun in the same level. 

One of the key hints for this whole game is to take advantage of your 
ability to change turtles depending on the type of challenge you face. Some 
situations may require a turtle with more of a long-range fighting ability; 
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others will be more demanding of speed. 

To change turtles in midstream, go into the subscreen (push the Start 
button) and then use the up or down arrows to move through the available 
turtles. Only those turtles not yet captured are available. 

How do I destroy the TechnoDrome, the giant tank at the end of Stage 5? 
Hmmm... a tough question from an advanced player. Try this: disable the 
force field around the tank, and then blow up the hatchdoor so that foot 
soldiers can’t keep coming out. Now go for the guns. Finally, wait for the eye 
of the Cyclops to open and then throw something at it. 

How do I use the rope? Look for the poles on top of some of the buildings. 
Bring your turtle to touch the pole, and he will swing on it like Tarzan to the 
next building. 

Where are the underwater bombs? Tick, tick, tick: keep moving before 
you become turtle soup. 

The bombs don’t follow one after another in an orderly layout. Here’s one 
way to clear them all: After you’ve defused the first bomb, stay along the 
bottom channel and you’ ll find the second. Then double back to the left and 
go up for Number 3 and then right for Numbers 4 and 5. Come back just a bit 
and then go up and to the right for the sixth bomb. Double back and then go 
down and to your right (the turtle’s left) for Number 7. The final bomb is can 
be found by going down, to the right and back to the left. 

Oh, and by the way: Be careful not to confuse a bomb with a trap. 

How do I get out of this place? By defeating Shredder, of course. The best 
turtle to use is Leo or Don. Use your scrolls if you have them. It will take 
about 15 hits to shred Shredder. 


SUPER SECRET! 
If your turtles get hungry (low on energy) send them down into the manhole 
nearest to the river. They apparently make some super pizza down there. 
Here’s a nifty trick to add to the powers of your turtle friends. Use one of 
the guys who has a boomerang. Select the boomerang and throw it. Now, act 
quickly here: before the boomerang comes back, quickly pause the game and 
switch to another turtle. When the ‘rang is back in the new turtle’s claws, it 
will be able to carry that weapon, too. 
Captured turtles are always held in the same building on each level; find it 
once and keep going back to it, once per level. 


POWER PLAYER HINTS 

You can defeat some enemies easier by attacking them while you (and they) 
are in the air. Press the A button to jump and the B button while in midair to 
attack. 
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Down in the sewer, Leonardo battles while April is teasingly displayed above. 


On the surface you can evade the roller cars in most places by jumping on 
to the sidewalk; you can also dive down a manhole cover into a sewer and 
then immediately come back up the ladder to the surface. 

When you are at the Information Screen (after one of your Turtles is 
captured, or if you press the Start button during play) you will see an Area 
Map in the upper-left corner. Your current location is indicated with a 
flashing white dot. Red Grid Squares show places where the Turtles can get 
through. White Grid Squares show you underground passages and buildings. 
Below the map is a message screen where you will receive special clues and 
information from your faithful rat friend Splinter and even from April (once 
you’ve rescued her). 

If you start to run out of time while searching for the underwater bombs, it 
may make sense to just charge straight through the electromagnetic barriers. 
You’ll lose some strength but be able to keep on moving. Just be careful not 
to completely deplete the power of one of your turtles so that you do not have 
to start the area all over again. 


STRATEGIES 
Get to know your turtles: each has a different style of fighting and varying 
strengths and range. 

Down in the sewer underneath Area 1, be sure to use the full length, width, 
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height, and depth of each screen. And be sure to employ your turtle’s special 
Ninja abilities. At the end of Area 1, the kidnapped Miss April is guarded at 
the top-right comer of the screen by Shredder’s cohort Bebop. 

Watch out for the guy with the chainsaw midway through the first level; he 
wants to slice some turtle steaks. Use one of the turtles with a long reach, like 
Leonardo and his Katana sword or Donatello and his Bo stick. 

There’s not much you can do about the Roller Cars except to try to avoid 
them. Jump up on the sidewalks or down into the nearest manhole to hide for 
a few seconds. 


POWER ZOOMING 

After the last turtle has been captured or otherwise meets an untimely demise, 
you will be given the choice to Continue or End the game. If you select 
Continue, you will find yourself back in the level where the game ended, but 
you will not bring with you any weapons, ropes, or pizzas you have gathered 
earlier. 

In Area 2, you have only about two-and-a-half minutes to disarm all eight 
of the underwater bombs that Shredder has placed at the dam. You are almost 
certainly going to need at least two turtles with a full load of energy to get 
past the underwater scenes. Keep going back to the subscreen from time to 
time; the message board will let you know how many bombs are left to be 
defused. 

Pile the guys in the party wagon at the start of Level 3 and go for a cruise; 
it may be the only way to get past the rockin’ Rollers. 

You’re going to need the ropes to get from rooftop to rooftop, especially in 
Level 4. 


Teenage Mutant Ninja Turtles is a registered trademark of Mirage Studios U.S.A. © Mirage 
Studios U.S.A. 1989. Game pak © 1989 Ultra Software Corporation/Konami Industry Co, April 
O'Neil, Shredder, Splinter, Technodrome, Leonardo, Raphael, Michelangelo, Donatello, Foot 
Soldier, Mouser, Bebop, and Rocksteady are trademarks of Mirage Studios U.S.A. 
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Teenage Mutant Ninja Turtles II—The Arcade 


Game™ 
GRAPHICS: 8 RESPONSE: 8 
FUN: 8 ULTIMATESCORE: 24 


Look! Up in the sky! It’s a bird. It’s a plane. It’s a flying Turtle as Leonardo 
vaults over some of his early pursuers in Times Square. 


When we last left America’s favorite weird turtles, they had shredded 
archenemy Shredder into the metal grinder of a garbage truck. All was well 
with the world, and peace and harmony reigned. 

Alas, how could we have been so foolish: didn’t we realize that the 
titanium battle helmet he wore would save his evil hide? 

As you can imagine, Shredder is mad. He recruits a new army of 
intergalactic misfits as Foot Soldiers, and they once again take to the crummy 
and cruddy streets, sewers, back alleys, and parking garages of New York. 
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Leaders of the team are a pair of lovely intergalactic bounty hunters, Tora 
and Shogun. 

Oh yes, did we forget to tell you that the Foot Soldiers have kidnapped 
lovely April O’Neil again? She is, of course, more than just another pretty 
face reading the news on television. She is a pretty face who is a dear friend 
of the TMNTs. 

Actually, this sequel to the popular TMNT video challenge reaches back in 
time to the original coin-operated arcade game. It is a tougher-than-average 
challenge for turtle-lovers, well designed and presented. 


CONTROL PAD 

Arrows: 

Press to move forward, backward, up, down, or on the diagonal. 

“A” BUTTON: 

Press to jump. 

“B” BUTTON: 

Press to attack. 

“A” and “B” Buttons: 

Press together to jump and attack. 

Press the A button and then the B button, while pressing the left or right 
arrows to execute a flying Ninja Turtle Kick. 


CHARACTERS 

Just for the record: A quartet of mutated turtles in their teens who practice 
Ninja arts and are named after famous Renaissance artists. 

Leonardo. The boss turtle, he’s king of the Katana Blade. 

Raphael. An artist with Sai daggers. 

Michaelangelo. He chucks Nunchukus. 

Donatello. He knows the Bo, a fighting stick. 


WORLDS 
This is, as advertised, an arcade-style game, with action moving inexorably 
from left to right or top to bottom throughout the challenge. 

There are ten levels to the game: eight arcade challenges plus a pair of 
bounty hunter challenges. Each level is more difficult than the one before, 
and includes its own wicked boss enemy. 

Scene 1. April’s Midtown Loft. 

Scene 2, Part 1. Times Square. 

Scene 2, Part 2. SoHo Sewer System. 

Scene 3, Part 1. Snowy Central Park. (Tora’s Trap.) 
Scene 3, Part 2. Vinnie’s Valet Parking Garage. 
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Down in the SoHo Sewer, Donatello keeps a wary eye on the Mouser at his 
feet. Donatello is one of the best fighters in the game, a whiz with his Bo. 


Scene 4, Part 1. Madison Square Avenue. Home of the Foot Soldiers. 
Scene 4, Part 2. Rock-A-Fella Expressway. 

Scene 5. Rock’s Quarry Factory. (The Stone Warriors’ Lair.) 

Scene 6. House of Shogun. 

-Scene 7. Technodrome. 


ENEMIES 
Minor enemies include Blackhawk, a flying helicopter gunship; Blade, a 
fighter who really should clip his nails; Foot Soldiers, members of a 
Taekwondo army, Frosty the Hit Man, a frozen guy armed with heat- 
seeking missiles, Mouser, robotic chewing machines; Roadkill Rodney, 
one-wheeled motorcycle maniacs; Stone Warriors, member of Granitor’s 
army; Tubular Transports, mechanical mosquitos with laser stingers; 
Venom, a steely scorpion, and Vincent Van Growl, a robo-tiger. 
The boss of the bosses, of course, is Shredder. He’ll stand for the final 
battle in the Technodrome, Scene 7. Other big bad bozos include: 
Rocksteady and Bebop. The right- and lefthand mutants of Scenes 1 and 2. 
Professor Baxter Stockman. Scene 2, Part 2 and Scene 3, Part 2. 
Granitor the Stone Warrior. He carries his own barbecue tool, the 
Hibachi Blaster Cannon, in Scene 5. 
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Krang. As if Shredder really needed the help, the alien warlord Krang 
fights alongside in Scene 7. 

The bounty hunters are Tora and Shogun. Tora is a ten-foot-tall blizzard 
beast from the ice planet of Iraglodoon whom you’ll meet in Scene 3, Part 1. 
He is not shy about using his nasty claws in battle. Shogun, from Sector Six 
in thé Dead Star Zone, is the mastermind of the Ultimate Galactic Sword. 
He’ll try to blast his way into your heart in Scene 6. 


STRATEGIES 

The major difference between the arcade game and the original Teenage 
Mutant Ninja Turtles challenge is that you cannot change turtles in 
midstream. The tortoise you bring to the dance is the one you will leave 
with—one way or another. 

Which turtle is the best? They’re all good fighters, so make your choice 
based on which weapon you feel most comfortable using. We’re kind of 
partial to Donatello and Raphael. 

The best tip to success in this game is to double your fighting force by 
playing a simultaneous two-player game. It is a lot easier to make it to the 
end of this game when you have another turtle fighting alongside you. In fact, 
it may be the only way you can win. 


POWER PLAYER HINTS 

The safest place to stand is generally near the bottom center of the screen 
where you can watch your front and back and with your third eye glance 
upward. Having just said that, move toward the top of the screen when the 
bouncing bowling balls arrive. Wait until after the second ball passes before 
you jump, but don’t wait too long: more balls will follow soon. 

You can adjust the angle and direction of a flying jump kick while your 
turtle is in midair using the left or right arrow keys. 

When you get to the Rock-a-Fella Expressway, keep one eye on the traffic 
and the other on the skies. At Vinnie’s garage, use the traffic cones as 
weapons. 

Don’t stop and drool when you pass the Pizza Hut signs. If you linger too 
long, the signs themselves will come crashing down on your heads, with an 
enemy behind. 

Force the Roadkill Rodneys against the wall to cut down on their ability to 
move. 


I ALWAYS WANTED TO KNOW 

How do I beat the bosses? A nice simple question, right to the point. Okay, 
here are some pointers. 

Bebop. Don’t wait for him to come to you; go right at him with lots and lots 
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of short kicking bouts. Kick, pull back, and then kick again. 

Mousers. The Mousers stand at the door to the library at the end of Level 1, 
equipped with pinching pincers and lethal lasers. But sneak up from 
behind, and they’re toast. 

Rocksteady. Don’t try the honorable approach to Rocksteady; you'll do 
better with jump kicks or sneak attacks from the rear. 

Professor Baxter Stockman. His flying machine circles in a figure-8 pattern 
and then lands. There’s no real trick here other than jump kick after jump 
kick. 

Frosty the Hit Men. Move them to the sides of the screen and keep 
punching away at them as they try to return. Avoid falling into the 
manholes covered with a thin layer of snow. 

Tora. Avoid the boulders he will toss, and sneak in with your counter-kicks 
and punches. 

Vincent Van Growl. Use your best hit-and-run tactics against this growler. 
Don’t relax too much when you do manage to destroy him, since a second 
tiger will quickly enter the scene for a repeat of the battle. 


In Vinnie’s Valet Parking Garage, Michelangelo squares off for a fight. Watch 
out for those traffic cones; they’re sharp enough to carve a Turtle. 
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NUMBER OF LIVES 

Get hungry! There’s really no excuse to be on a diet in this game. Anytime 
you see a Slice of ‘za sitting around, go scarf it down. Each bite will restore 
some of your life points. 

You will also earn an extra life each time you destroy 200 enemies. That’s 
one of the largest assignments we’ve seen in a Nintendo game, but do 
remember that there are something like 700 bad guys and monsters in the 
game.) 


SUPER SECRET 

Here’s a Super-Secret Maybe. Some game players may be able to get their 

game cartridges to cooperate with the following tricks. You'll have to work 

very quickly for the first two hints, getting in all of your button pushing 
before the title screen disappears. 

Ten Turtles. From the opening screen, press UP once, RIGHT twice, 
DOWN three times, and LEFT four times. Then press B, A, and Start. 

Stage Select. From the opening screen, press DOWN five times, and RIGHT 
seven times. Then press B, A, and Start. After you have selected your 
turtle, choose the stage by using the LEFT or RIGHT arrows. Then press 
Start to begin the game. 

Ten Turtles and Stage Select. Choose the number of players and then press 
B, A, B, A, UP, DOWN, B, A, Left, Right, B, A, and Start. Then choose 
your turtles and select a stage. 

For a Two-Player Game, press Select/Start instead of just Start. 


Teenage Mutant Ninja Turtles is a registered trademark of Mirage Studios U.S.A. April O'Neil, 
Shredder, Splinter, Krang, Technodrome, Leonardo, Raphael, Michaelangelo, Donatello, Foot 
Soldier, Professor Baxter Stockman, Mouse, Bebop, and RockSteady are trademarks of Mirage 
Studios U.S.A. © 1990 Mirage Studios U.S.A. 


-O. 
Zelda and Link 


The Legend of Zelda™ 


Once a champion, always a champion: The Legend of Zelda was a huge hit 
when it first came out, and it contributed greatly to the early success of the 
Nintendo System. The game has held up quite well, and is the model for 
many of the adventuring games for the NES that have followed it. 

You can consider the game to be a dungeons and dragons adventure game 
with some arcade elements, or an arcade game with some adventures. 

As the player, you assume the identity of Link, a dauntless little hero who 
sets off to rescue Zelda, the princess of the Land of Hyrule who has been 
kidnapped by the evil Prince of Darkness Ganon. 

There are two quests within the game; the second adventure of Link and 
Zelda follows the same sort of structure and has the same feel as the first, but 
it encompasses a world that is much larger and much more complex. 

In Hyrule, generation after generation has passed down the legend of the 
“Triforce of Power,” a golden triangle with mystical powers. Before she was 
spirited away, Zelda broke the Triforce into eight smaller triangles and hid 
them throughout the kingdom. Nintendo of America. One player only. 
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CHARACTERS 

You are Link. But you can create as many as three versions of the Link 
character to play the game. You might want to create three different 
characters to let you try out different strategies, or you may want to have 
three different characters for friends who will play the game from the same 
Game Pak. 

There is a tiny battery and a small area of computer memory inside of this 
game pak that will hold onto the information you enter. When you load the 
game, you can register a new name (if one or more of the three slots are 
available), you can select one of the registered names or you can enter into 
the “Elimination Mode” to remove a character. Warning! If you erase an 
existing Link character, the information is gone forever. 


CONTROL PAD 

Arrows: 

Moves Link, and selects treasures and gadgets. 

“A” BUTTON: 

Used for attacking with the sword. 

“B” BUTTON: 

Used for working with gadgets and treasures and other special devices. 


CONTINUE 
The game ends when Link’s life power meter reaches zero. At this point, you 
can use the Select button to choose to continue the game where you left off, 
or you can save the current game at the point where you stopped. 

If Link runs out of power while you are in a labyrinth and you select 
Continue, the game will restart from the entrance to that labyrinth. 


SAVING A GAME 

Use the Select button to bring the heart into line with the “Save” option, and 

then press the Start button to store the current game information into the 

game pak’s internal memory. The next time you play the game with the same 

character, you’ll be able to pick up at the same point you ended last time. 
Warning: If you have saved information from a game, you must hold in the 

RESET button on the Control Deck while you turn off the POWER. 


RETRY 

Careful here! Choosing this option (Select it, then press Start) will send you 
back to the starting menu without saving any of the information from the 
game you just finished. You might want to choose this option if you don’t 
like what happened to Link this time around. 
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The overworld is a place of peace and friendly people; it is also where you will 
find openings to the maze underworld where the pieces of the Triforce are 
hidden. Note the tiny map in the upper-left corner for an indication of where 
Link is located. 


NUMBER OF WORLDS 
There are two worlds. Overworld has 128 screens; the Underworld has nine 
labyrinths. 

The overworld is a place of seeming beauty, full of forests and lakes and 
mountains. There are also a bunch of friendly people who will try to help out. 
You'll find merchants who will be happy to sell you supplies, and you'll find 
citizens who may have valuable information to share. 

All is not perfect, though: Link’s enemies show their evil faces even in this 
peaceful land. 

Your goal will be to go to each of the underworlds to retrieve Triforce 
pieces; you get to each underworld by moving around aboveground from 
labyrinth entrance to entrance. 

Keep an eye on the tiny map in the upper left of the main screen; this will 
give you an approximate indication of where Link is located. 

The underworld is a nasty place, full of enemies hiding in its mazes. But 
the underworld is also where the pieces of the Triforce of Wisdom are 
hidden, so down into the sewer Link must go! 
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Think of the subscreen as Link’s suitcase; choose from the treasures and other 
devices Link has collected. If you find yourself in a battle with the wrong 
weapon, stop the game and choose something else for the battle. 


“MAIN” AND “SUB” SCREENS 

This game is built around “main” and “sub” screens. The main screen is 
where the action is; think of the subscreen as Link’s suitcase. Press the Start 
button to change to the subscreen and then choose from the treasures and 
other devices that Link has collected. 


POWER PLAYER HINTS 
You really need a map to get through this game. You’ll find about half of what 
you’ll need inside the box, with a map of Overworld Levels 1 through 4. 

We’d suggest you make a photocopy of the map you get with the game 
and then paste the map in the middle of a larger white sheet of paper. You 
can extend your own map beyond the boundaries as you explore. 

If you come across an enemy and you’re carrying the wrong weapon, 
change over to the subscreen in the middle of the fight and choose something 
else for the battle. 
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NUMBER OF LIVES 
Your life power is displayed in a meter on the top of the main screen. The red 
hearts show you how many lives are left; when all the hearts turn white, 
that’s the end of the game. Link will find ways to replenish his life force at 
various points in the game. Look for the fairies to restore your lives; you will 
also regain all of your power each time you pick up one of the Triforce 
fragments. 

When all of Link’s hearts are red, he possesses a special power: the ability 
to throw his sword at an enemy. 


DEFEATING LINK’S ENEMIES 
The basic weapon for Link is his sword, which he can use to great advantage 
against almost all of the enemies in the game. Use the A button for the sword; 
some enemies will require more than one attack. There are three types of 
swords available to Link: 
Sword. A gold blade with a red and yellow handle, this is your basic all- 
purpose skewer; 
White sword. A white blade, with a blue handle, this weapon has twice the 
striking power of the basic model, and 
Magical sword. This blue sword, with a fancy curly-cued handle, has twice 
the power of the white sword and four times the oomph of the first sword. 
Other weapons available to Link include some of the treasures he’ll 
acquire along the way. 
Link carries a shield at the start of the game, used to fend off spears and 
rocks. There is also a Magic Shield deeper into the game that is larger and 
more protective: it can be used against spells, rocks, and Zola’s ball. 


SCORING POINTS 

You don’t score points in this game, but you do collect pieces of the Triforce 
that are hidden in the labyrinth of the underworld. You need all 8 small 
triangles that once put together form a large three-sided object. 


SECRET WEAPONS 

The magical treasures that Link finds on his adventure will help him buy 

supplies, gain extra lives, acquire special powers and otherwise accomplish 

his mission to defeat Ganon. 

A letter to a little old lady. What else would you do with something like 
this? Give it to her when you find her inside a cave. 

Bomb. You know what a bomb does. When you pick up a bomb, you are 
actually grabbing a set of four. Link has a limit on the number of bombs 
he can carry at one time; you can increase the number of bombs you can 
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carry in one of the underworlds in a trade with a shopkeeper for gold. 

Boomerang. Your basic flying object can be thrown at your enemies to stop 
them; the Magical Boomerang will fly farther. You can also pick up 
treasure by hitting it with this device. 

Bow and arrows. You’ll find the bows and arrows in different places, but 
just as you would imagine, you need the bow to fire the arrows. For each 
arrow Link shoots at an enemy, he is charged one ruby. There are some 
enemies that can only be defeated by using a bow and arrow, so this 
should be one weapon you make sure you get. 

Candles. We use a candle to see in the dark, right? Blue candles will light up 
only one screen; Red candles will last long enough for a few rooms. The 
candles can also be used as a weapon in some of the dark places—try 
tossing a few. 

Compass. This is a very special kind of compass, one that points to the 
location of pieces of the Triforce within the labyrinth. 

Enemy bait. Here, bad guy! Come and get it. Works with most but not all 
enemies. 

Heart. Have a heart when you see one; they’ll turn a white heart to red or 
give you an additional life if you’re already full up. 

Keys. Link will need these to open locked doors down in the labyrinths. The 
magic key, which has a lion’s head on it, is a wonderful thing to have: 
Link can use it again and again. 

Ladder. A good way to cross a hole or get over a river. 

Magic clock. This device spells time: it stops the enemy from moving in the 
screen Link is in. 

Magic wand. Link can cast some special spells with this. Look for the Magic 
Book, too, for special incantations. 

Map. Find the map. At least you’ll know where you are. 

Power bracelet. Makes Link into Arnold Schwarzenegger, powerful enough 
to lift many things, including rocks. 

Raft. Sailing, sailing, over the seas and lakes. Must be launched from a dock. 

Rings. A red one reduces the enemy’s ability to damage Link by one-fourth; 
a blue one by one-half. 

Rubies. This is the money of the kingdom. Grab them when they appear— 
keep an eye out for them when you defeat an enemy. Blue rubies are worth 
five times as much as yellow rubies. Link can possess no more than 255 
rubies at one time—if you have that many, go out and spend some money. 

Water of Life. A magic elixir that will turn white hearts back to red. There is 
nothing it cannot cure. 

Whistle. A special tool that can open things up, or scare things away. The 
whistle is also used to summon the Whirlwind after Link has picked up 
the last piece of the Triforce. 
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ENEMIES 
As if things are not difficult enough in your basic NES game, The Legend of 
Zelda has different nasties in the underworld and overworld. 


Here are the Overworld Oddities: 

Armos. A stone statue that will come to life as a powerful soldier if touched 
by Link. 

Ghini. The ghost of the graveyard. Some are there right from the start of the 
game, while others will pop up if Link touches a gravestone. 

Leever. Molelike creatures that will suck up the energy of anyone who 
comes near them. The Blue Leevers are more powerful than their Red 
Leever cousins. 

Lynel. Like the Minotaurs of ancient Greek mythology, this is a creature half 
man and half something-or-other with four legs. He guards Death 
Mountain very well. 

Molblin. This is one ugly creature. He lives in the forest and throws spears. 

Octorok. A land octopus that spits rocks. The blue ones are meaner than the 
ted. 

Peahat. A pea-sized pain, the peahat is the ghost of a flower that kind of 
flutters around in the way. Link can only get rid of one when it stands still. 

Rock. Just a rock, but don’t let it fall on you. Avoid them. 

Tektite. Jumping spiders that are annoying, but pretty easy to send away. 
The red ones move more than the blue ones. 

Zola. Half fish and half woman, Zola could not possibly be mistaken for a 
beautiful mermaid. Watch out for the ball she throws—the small shield is 
no match for it. 


Here are the Underworld Uglies: 

Aquamentus: A fearful dragon that sends out mean beams. 

Bubble: Inside the ball is the spirit of the dead. If it manages to attach itself 
to Link, you won’t be able to unsheath your sword for a while. 

Darknut: The knight of the labyrinths. A tough combatant. 

Digdogger: These sea urchins are like underwater porcupines. This guy can 
be a real pain. 

Dodongo: You don’t really want to tangle with a rhinoceros, do you? This 
guy doesn’t have that much power, but his armor-plating will block most 
of your attacks. 

Gohma: A gigantic crab with a tough shell that will block most any attacks. 
You'll need a special weapon to get him out of the way. 

Gibdo: I want my mommy, not this mummy! This is one strange and 
powerful pile of bandages. 

Gleeok: A dragon with a coupla heads who spits out unfriendly beams. Cut 
off one of the Heads of Gleeok and it will fly around without its body. 
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Goriya: A rodent who throws boomerangs. The blue ones are the real pains. 

Lanmola: A huge, skittering centipede. Lopping off his head leaves the rest 
of him to be dealt with. 

Like Like: This living tube likes to eat magic shields. 

Manhandla: Is this a man-eating flower or a flower-eating man? Doesn’t 
much matter: It’s mean. If you cut off a hand or two, it will move even 
faster. 

Moldorm: Your basic underground worm. 

Patra: Flying eyeballs that will swoop down on you in flocks. 

Pols Voice: This ghost has big ears, and you can drive him away with loud 
Noise. 

Rope: A poisonous snake who can move quite quickly when he spots a 
potential victim. 

Stalfos: A twin-sworded skeleton who looks tougher than he is. 

Stone statues: They’re not always made of stone. Get it? 

Vire, Keese: The devil he is. Cut Vire with a sword and he becomes a pair of 
Keese. 

Wall Master: This guy wants to reach out and touch Link. If you let him 
give you a hand, he’ll drag you back to the beginning of the labyrinth. 

Wizzrobe: Link’s shield won’t protect him against this wizard’s spells. 
You’ll have to find something else to defeat him with. 

Zol, Gel: Jellyfish can be pretty obnoxious. Zol is the big lump of stuff; 
when Link cuts him, he splits into two Gels. 


FRIENDS 
If you can rescue the fairy held captive by the enemy, she’ll wave her magic 
wand and turn all of your wounded hearts from white to red. 


I ALWAYS WANTED TO KNOW 

How do I get past the ghosts in the graveyard? If you can get rid of the Chief 
Ghost, all of his underlings will disappear, leaving the treasures for you to 
take. 


SUPER SECRET! 
There is a Second Quest in store for those who manage to collect all of the 
pieces of the Triforce, defeat Ganon and rescue the princess. The second go- 
around uses many of the same screens and the same general map, but there 
are even more enemies and a few surprises. 

If you would like to enter into the Second Quest directly, choose the name 
“ZELDA” when you register at the starting screen. 

This is a one-player game, but keep the second controller plugged into the 
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control deck—there are a few special secrets you can employ. 

Here’s a simple one: You can cancel any game you’re playing by entering 
into the subscreen and pressing Controller 2’s A button and Control Pad at 
the same time. 

Here’s a more complex one: When you go into a cave with an old man and 
he asks you to pay him for repairs to the door, go to the Subscreen and then 
push the “A” and “B” buttons together on Controller 2, and you’ll be able to 
get out without paying any money. 


The Legend of Zelda, Nintendo, Zelda, and Zelda II—The Adventure of Link are trademarks of 
Nintendo of America, Inc. 


Zelda Il: The Adventure of Link™ 


GRAPHICS: 7 RESPONSE: 7 
FUN: 8 ULTIMATE SCORE: 22 
Dear Princess Zelda: 


I don't mean to sound disloyal or anything like that, Your Highness. But I 
risked my life so many times and worked so hard to try to rescue you from the 
evil Ganon so many years ago in The Legend of Zelda. 

Now they tell me you're under his spell again! Don’ t you have any soldiers 
of your own? Why me? 

Oh, all right. I already have the first two pieces of the Triforce: Power and 
Wisdom. I may as well go for Courage. 

(Signed) Your loyal subject, Link. 
The goal of this sequel to the bestselling Legend of Zelda is once again to 
save the princess. To do this, you’ve got to collect keys that are located in 
enchanted crystals in the heads of stone statues. The statues are located in 
each of six palaces. 

This game is so complex, and there are so many different special hints and 
secret discoveries made by intrepid Link-watchers, that we have decided to 
dispense with our ordinary format just this once and instead pass along a 
whole bunch of hints we think you’ ll treasure. 
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Between a spider and a slasher, Link searches for the princess. Again. At the 
start of a new game, spend your time building up the strength of your character; 
fight as many beasts as you can in the suburbs of Hyrule to gain experience. 


Before you get very far into the game, make sure that you understand how 
to save your progress. This game is one of the ones with a battery-powered 
memory and you should make use of that feature to keep experience points 
and treasure you have earned. Also don’t forget to hold down the Reset 
button when you turn off the power; this is a safeguard for the memory you 
have stored. 

What should I do first? Most Zelda experts agree that you should spend 
your early time building up the strength of your newly created character. 

You can hope to find treasure troves that will include items that will add to 
your strength, but in general, you’re going to have to fight someone or 
something. One way to do this is to fight every beast you can find in the 
suburbs of Hyrule. You’ll need to collect at least as many points as are 
indicated alongside the word NEXT at the top right of the screen. That is the 
number of points needed to be able to raise your Attack, Life, or Magic level. 

Where in the world am I? Remember that everybody has to be 
somewhere. If there is any game where you must get in the habit of making 
your own maps, or consulting someone else’s regularly, this is it. The makers 
of Zelda II have been kind enough to include a map of the opening scenes 
that will take you as far as the first palace—you’ll find it in the instruction 
manual on pages 41-42. 
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So where do I go? In the quest of the first palace, look at the map and set 
your course for these two places: to a small growth of trees at the southern 
(bottom) edge of the Tantari Desert and also to the secluded town of Rauru. In 
Rauru you should speak to everyone you meet. They’II help you find the magic 
shield (it looks like leather armor); put it on to reduce in half the amount of 
injury that an enemy can cause you. In Tantari there’s a treasure trove that will 
boost your Life points by 50. Now you’re ready to go out and fight. 

When I enter a cave, the creatures there can see me, but I can't see them. 
They win, Remember that no matter how weird this game gets, some form of 
logic usually applies. What do you do when it’s too dark to see in your room 
at home? You turn on a light, of course. What kind of lights did they use 
hundreds and thousands of years ago? In this case, you’ll need to go and find 
a candle. 

Okay, so where are the candles? These are the things you should be able to 
find for yourself as you begin to explore. So, if you don’t want us to tell you, 
stop reading this paragraph now. Okay? For those of you who just must be 
told, you'll find a candle inside Parapa Palace. You may have to go through 
one cave to get there, but luckily it is a simple one with a single enemy. You 
might want to pick up a heart container in the southeast (bottom right) corner 
of the desert to boost your life points before you go into the palace. 

I think I am always ending up with more magic than I need. Am I doing 
something wrong? Think about it this way: If we told you that in five minutes 
we would look at how much money you have in your pocket and then make 
up the difference so that you would walk away with $100, what would be the 
logical thing to do? If you answered, “Spend every penny I have in the next 
five minutes,” you may have a future on Wall Street. If you come across a red 
magic bottle (one that will fill up your magic points to the top, no matter how 
much or how little you have) take the time to spend as many of your points as 
you can before you pick up the bottle. Put on the shield, grab a candle, 
whatever. If you come across a blue bottle, cast as many spells as you can 
before you pick it up. 

What should I do with those pretty statues out front of the palaces? Smash 
them, of course. Many of them will have special items within. There are also 
some interesting things in statues you’ll find inside the palaces. 

The palaces are supposed to turn to stone when I leave them, right? Why 
don't they? The palaces will remain unchanged if you leave some critical 
item behind. You’ll have to go back in. 

Why do enemy life meters sometimes appear before the enemies do? Don’t 
ask why, just take advantage of a second or two of advance notice to get 
ready to fight some big bad guy about to appear. 
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Going down? Link rides an elevator to a confrontation with an enemy. There 
are eight types of magic available to our hero, including the ability to fly, throw 
fireballs, and boost life levels; pay attention to magic levels before taking on a 
major opponent. 


How in the world do I get into the island palace? It's too high for me to 
reach. You’ve got to get the fairy spell to be able to fly up to the ledge. To 
get the spell, visit the town of Mido before you go to the cemetery. Go west 
(left) to find a cave blocked by a boulder. Break the rock with your hammer 
and retrieve the Water of Life. Bring that water to rescue the sick child in 
Mido and you will be rewarded with the fairy spell. 

Where can I find a hammer? Go past Saria and find the lovely Death 
Mountain. Head right, into and out of five caves. Then descend down through 
three caves. Make a left turn and look for a hole in the clearing. Enter the 
hole, turn right and descend the elevator. Way down on the bottom floor, 
you’ll find a hammer to the right and the magic potion to the left. 

T m a real hot Zelda zombie, and I've gotten through the first five palaces, 
but I can't find the sixth. Help! You've got to obtain the magic key, a magic 
container and a secret spell from the hidden town of New Kasuto. Then 
you’ll need the Spell of Thunder from Old Kasuto and the flute. Play your 
flute at Three-Eye Rock and you’ll find the sixth palace. 

Okay, I'll bite: Where is the hidden town of New Kasuto? Head for the 
cave that is north (above) Three-Eye Rock. You’ll come to a spider; blow 
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your whistle and he’ll scurry away. Go east (to the right) until you enter a 
cave. Keep on moving to the right to exit the cave. In the forest, you’ll find a 
hammer you can use to cut down some trees. What? Is that a town you’ve 
discovered? 

Sometimes when I cast a large spell I seem to use up more power than at 
other times. What gives? Ah, you may be on the edge of the amazing Zelda 
Time Warp. It requires that you have the vial that brings your magic power to 
its maximum level. First choose the spell you want to cast, then drink the vial 
and immediately cast the spell, as quickly as you can. If you can get the timing 
right, you will be able to cast the spell without using much of your power. 


SUPER SECRET 

If you’ve got the time, we’ve got a way for you to let the machine do most of 
the work in raising your power levels. You’ll need a controller with a 
turbofire button. 

Go to the Moruge Swamp and get past the fight with the major enemy you 
find there. Destroy the Octoroks and move to the left (east) side of the screen 
and face your player to the left. You will be met with an endless onslaught of 
Mobys; keep the B button pushed down and turbofire at them. You’ ll rack up 
points steadily. 

Some gamesters even suggest finding a way to clamp down the B button 
into constant fire, or putting a book or other weight on the button. It will take 
about half an hour to boost Link up to another level, and you’ll have to make 
a selection on screen. Then you can go away and return in 30 minutes, if you 
can stand the excitement. 


ENEMIES 

There are literally dozens of different types of creepy creatures and awesome 

enemies in this game. Here are some of the nastier guys, with some hints on 

dispatching them. 

The Plains is a wide-open place where you'll have a great deal of 
maneuverability. There are two principal enemies here: 

Bit. A red lump of jelly. 

Bot. A blue bit, with the ability to jump. Swing low with your sword. 

The Cave is dark and complex. The main monster here is: 

Ache. Which is what you will feel if this bat gets you. When they dive down 
from the trees or tops of the caves, they can suddenly develop a fiery 
tongue. You can get rid of them with your sword if you can get close. 

The Desert is filled with creepy crawlers. 

Geldarm. This is one big bug with its feet on the ground and its head in the 
sky. Start with the feet, and when it lowers its head take it off. 
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Goriya. He’s a little devil with a boomerang. He doesn’t look like a gorilla, 
either, but more like a wolf in a soldier suit. Whatever. You'll need to get 
in close, blocking as many of the boomerangs as you can. Back in a return 
engagement from The Legend of Zelda, Goriyas also live in the plains and 
caves. 

Lowder. A beetle that can eat your life points. Look for these creeps in 
caves, too. 

Lots of creatures live in the Forest, including: 

Deeler. A spidery guy, he drops down from the trees to make his attack. The 
red ones are pretty easy targets for your sword; if you hit the web holding 
a blue one, he’ll fall down to the ground and come at you from there, 
which makes him a much more difficult target. 

Moby. A swooping, evil eagle. With your sword, it is all a matter of timing. 

Molblin. A spear-throwing devil; didn’t we meet him in the first Link 
adventure? Watch out for the spears. If you can get in very close, he won’t 
be able to get off any good lobs. 

Up ona small hill, you’ll find the Graveyard. 

Moa. The flying eye, this ghostly creature can only be seen if you possess the 
cross. 

There are some strange creatures in the Swamp, and Link must also beware 
of falling into the mud. 

Daira. An alligator with a nasty ax. 

Octorok. Octo for octopus, Rok for the rocks it spits. Use your shield to 
deflect the rocks; once you’re close, this guy is easy to dispatch with your 
sword. We first met him in the Legend of Zelda. 

The king has filled his palace with very strong, very nasty nastics. Be sure 
that your life, magic and experience levels are high. 

Helmethead. A difficult warrior to defeat, he throws fireballs and wields a 
wicked sword. He gets his name because he wears no less than two 
helmets, and there is the weakness. Jump up and knock off the helmets 
twice; when his head is exposed, he is an easier target. The helmets, 
though, will continue to spit fire. 

Horsehead. One tough guardian, your best bet to defeat him is to move to 
the left side of the screen and then jump up at him, making slashing 
moves. You have just a slightly longer reach than he does, so this is one 
guy you don’t want to get too close to. 

Ironknuckle. Where does the armor end and the warrior begin? Carries a 
sword and shield. 

Myu. A tiny, nasty slime with spikes. 

Stalfos. A skeleton with a sword; he doesn’t use his shield very well, so 
swing away with your own sword. Some of these guys can jump around 
pretty well. Back from the first adventure. 
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TYPES OF MAGIC 

Fairy. Makes you into a flying fairy, able to reach some places you might 
otherwise never get to. 

Fire. Allows you to throw a fireball while swinging a sword. 

Jump. Boosts Link’s ability to soar. 

Life. These heart symbols will help Link recover some of his lost Life points. 

Reflect. Bounces back enemy magic onto the magician. 

Shield. Boosts Link’s life level for a while and reduces damage from an 
enemy in half. 

Spell. Allows Link to cast mysterious incantations. 

Thunder. The most powerful of the eight types of magic. Link must have to 
be strong in order to use it. 


SPECIAL ITEMS 

Boots. For flying feet. 

Candle. It used to be dark in here. 

Cross. Removes the cloak of invisibility from some enemies. 

Doll. A little Link, he’ll boost your life points by one. 

Flute. Plays the mysterious music of Hyrule and brings out special powers. 

Hammer. Are there any trees or rocks in your way? 

Handy Glove. With this and your sword, you can break blocks in the palace. 

Heart Container. The secret of long life. Grab one to increase your life point 
containers, and restore the points within. 

Magic Container. The secret of strong magic. Increases magic containers by 
one and restores points. 

Magic Jar. Available in red and blue colors; recovers magic points. 

Magic Key. And what are keys for? 

Raft. Overseas transportation. 

Treasure Bag. Most of them contain experience points; some also have bad 
guys within. 


Zelda I—The Adventure of Link and The Legend of Zelda are trademarks of Nintendo of 
America, Inc. 


MegaMan™ 
GRAPHICS: 8 RESPONSE: 8 
FUN: 8 ULTIMATESCORE: 24 


Way, way back in the past, in 1987, Nintendo game players were transported 
way, way into the future in a classic game that is still challenging and fun: 
Mega Man. In fact, the three Mega Man games have held positions on the 
bestseller list for almost all of their lives. 

In this special chapter, we’ll present a summary of some of the highlights 
and most valuable tips for the first game; you’ll find more details in our 
reviews of the second and third games in the series. 

The game introduces the mega battle between our favorite little robot, 
Mega Man, and his evil nemesis, Dr. Wily. The purpose of your quest is to 
make it to the end; don’t get hung up on collecting points. 

You can choose to challenge the first six enemies in the game in any order; 
once you defeat the boss of each stage, you will add his weapon to your 
arsenal for the next battle. Here are the initial stages, listed in one 
recommended order of battle: 

Bomb Man. This is a vast world, but one that can be cleared without special 
weapons. When you finally get to Bomb Man himself, stay as far away 
from him as you can to avoid the boomers he will lob in your direction; 
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use your standard Arm Cannon to attack between his throw. 

Guts Man. Watch for the trap doors near the start of the stage; be sure to 
jump off the platforms before they drop. The only way to defeat the Met is 
to wait until it raises its hard hat above its head a bit. Avoid the Big Eye. 
Use the Bomber Man’s bombs against Guts Man; three strikes and he’s 
out. When you gain Guts Power, you will be able to pick up and throw 
huge boulders. 

Cut Man. His cannons are well defended behind walls; make your way 
through the stage slowly and deliberately to destroy the cannons one by 
one. Again, the Big Eye you’ll meet in this stage is a difficult one to defeat; 
you might try freezing him with the Ice Ray if you have it. Or else, just 
avoid the Big Eye. Use Guts Power to lift and toss the large blocks you will 
find in Cut Man’s chamber. Two hits and CM is cut from the team. 

Elec Man. You will find a valuable Magnet Beam hidden behind a pair of 
huge blocks; move them with Guts Power. When you meet Elec Man 
himself, use the Cut Blade to carve him up. You’ll need three hits to earn 
the Elec Beam, a four-way ray. 

Ice Man. It’s slippery on the ice; watch your step. Destroy the Crazy Razies 
before they split in two. Thaw out the boss with the Elec Beam and earn 
the Ice Ray. That special weapon will allow you to freeze enemies and 
flame for a short period of time. 

Fire Man. And what would you use to cool off a real flamer? That’s right: 
use the Ice Ray. 

The order we have listed above is just one possible schedule. Here’s 
another, from the official game counselors at Capcom: Cut Man, Guts Man, 
Elec Man, Ice Man, Fire Man, and Bomb Man. 

Now that you have dispatched all of Dr. Wily’s henchmen, you have to go 
up against the madman himself. There are four stages at the end of the 
contest; you’ll need to use all of the weapons you have collected. Here you’ll 
meet creeps new and old, including: 

Rock Monster. He’ll break himself up into little pebbles to avoid your 
attacks; wait until he reassembles himself and blow him up yourself. A 
good choice of weapon is the Elec Beam. 

Mega Clone. Meet and defeat Mega Man’s evil twin, created by Dr. Wily to 
make things confusing. The really bad news is that the clone has the same 
weapons you do; stay way back from him and shoot carefully. 

Bubble Boy. You'll meet Bubble Man in a later Mega Man adventure; as a 
youngster, he’s a precocious pest. Use Guts Power to burst his bubble with 
a few well-aimed blocks. 

Dr. Wily. Blast him out of the skies. 
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POWER-UPS 

1-Up. Pick up an extra life by grabbing the little Mega Man head you’ll find 
hidden about. 

Yashichi. There’s only one of these super-duper Power-Ups hidden deep in 
the game, in the Dr. Wily stages. Look for the propeller-shaped symbol to 
completely recharge all of your weapons and add a cool 100,000 points to 
your score. 

Magnet Beam. Grab this special power to walk on air, or at least walk on 
magnetic steps. Once you have one, you can select it and use it from the 
weapon screen. The Magnet Beam is hidden in Elec Man’s stage, but 
you’ll only find it if you have already beaten Guts Man. 


POWER PLAYER HINTS 

Jumping Judiciously. Use the arrow keys together with the A button to 
jump in a particular direction instead of just straight up. You can fire your 
weapons while in midair, too. 

Recharge Rationally. Each of the weapons you will pick up in the game has 
its own energy meter; when the meter reaches zero, that weapon is useless. 
There are, though, energy capsules scattered about through the game. 
When you grab one, it will restore some or all of your weapon energy. 
Here’s the catch, though: the energy capsule will only restore the current 
weapon, not any others in storage. So, here’s the solution: just before you 
grab an energy capsule, pause the game and change from the current 
weapon to one that you want to recharge. Then resume the game and grab 
that capsule. If you don’t want to use the recharged weapon immediately, 
pause the game and change again. 

Rapid Fire. If your joystick includes a rapid-fire feature, use it for the B 
button for standard shooting. You will probably want to turn off the rapid 
fire when using the limited supply of projectiles from the super robots. 


MegaMan is a trademark of Capcom USA, Inc. © 1987. 
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MegaMan 2™ 
GRAPHICS: 8 RESPONSE: 8 
FUN: 8 ULTIMATESCORE: 24 


The gang’s all here. You can take on any of the eight bad guys in any order, 
although there are several best paths because each time you defeat an enemy 
you get to bring his special weapon into the next world. 


This is a Mega Game! We haven’t played very many other home videogames 
that have as much of the look and feel of an arcade game as this one does. 
You start with the nifty 3-D stars at the beginning and then move on to the 
catchy theme songs and then there are the many different screens and traps 
and challenges. 

When we first wrote those words in 1989, MegaMan 2 represented the 
state of the art in arcade games on the NES; many other games have come 
along since, including the excellent MegaMan 3, but this game has held up 
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very well over the years. In fact, the second MegaMan game joined the third 
(and sometimes the first) on the bestseller list through much of 1991. 

For this book, we’ve added a bunch of new tips and codes. 

Mega Man 2 is, of course, a sequel to the original blockbuster hit, Mega 
Man. Both games feel kind of like Super Mario Brothers in play action, but 
the colors and graphics and sheer energy of Mega Man and Mega Man 2 
would leave Mario and Luigi begging for a month’s vacation. Mega Man 2 is 
a tense and intense game and a real winner. 

Mega Man returns to once again face his nemesis, the evil Dr. Wily. You 
must conquer the super-robot rulers of eight different empires—each of them 
very different from the others—before you face Dr. Wily in a final 
showdown. 

The game includes a number of unique features. You can play the game on 
a “normal” or “difficult” setting. Although you will need to defeat each of the 
super-robots in order to win the game, you can choose the order of battle. 
And, as you defeat each enemy, you add his special weapons and powers to 
your own. The game also includes a continue option and a password option to 
enter into later sections of the game. Capcom. 1 player. 


Jump from platform to platform in Air Man’s world—but be sure to wait until 
the spikes on the Air Tikki are retracted. When you defeat Air Man you will 
pick up the Air Shooter. 
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CONTROL PAD 

Arrows: 

Move Mega Man right or left using the arrows. You can do this while he is 
walking, and also when he is falling or jumping. 

Move Mega Man up or down on ladders by using the appropriate arrow key. 

“A” BUTTON: 

Used for jumping. The longer you hold down the button, the higher he will 
jump. 

“B” BUTTON: 

Used for shooting. Mega Man can shoot while he is jumping or falling as 
well as walking around. 

Start Button: 

A multifunction button. Press it to Pause the game. When the game is 
paused, you will move into a subscreen that is used for changing weapons, 
using energy crystals and finding out how many lives you have left. 
Within the subscreen is a second screen you can get at by choosing Next. 
Use the up and down arrow keys to select the weapon you want to use, 
and then press start to return to the game. 


MegaMan rides his personal elevator up and over a vertical wall near the start 
of the Dr. Wily stages. 
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WORLDS, WEAPONS, and STRATEGIES 

There are eight worlds to be conquered before you are able to do battle with 
Dr. Wily in the final round. Each of the enemies has a special weapon that 
will be transferred to Mega Man when he defeats them. 

Air Man. This is probably the simplest world to conquer, and a worthy 


starting place. One of the more intriguing enemies in this game is the Air 
Tikki, a large statue with dangerous horns; to get past, jump on a Tikki 
when its horns are down and hop off to the next block before they return. 
The eggs that are carried by the Flying Fish are dangerous when they hit 
the ground and break open; you can shoot them in midair for safety, but if 
you wait until they are broken, there are lots of Power-Ups to be grabbed. 
Air Man’s weapon is the Air Shooter, which fires tornados on demand; 
jump over the blasts of air and fire before he can reload. You’ll win the 
Air Shooter and the Jet Sled when you beat Air Man. 


Crash Man. Take away his Crash Bomber. This is a world of strange 


conveyor belts that require excellent timing to enter and exit safely. The 
Jet Sled can come in handy here to reach some of the upper levels of this 
world. Once you get it, the Crash Bomber can be thrown at the walls to 
get through some of them. Be careful: there is a short delay between 
throwing and the explosion. 


Metal Man. The conveyor belts of this world usually move exactly the 


wrong direction, and there are deadly mechanical traps in all the right 
places. The designers call his Metal Blades “gears”; they look more like 
circular saw blades to us. You can throw as many as three at a time, in the 
direction the arrow on the control pad is pointed. Make use of all eight 
directions on the control pad. This is one of the best weapons in your 
arsenal, especially useful in Bubble Man’s world. 


Heat Man. He’s a hot guy, with Atomic Fire. You’ve got to have the Jet 


Sled to make any tracks in this world. There are three different sizes of 
fireballs to throw; the longer you hold down the Fire button, the bigger the 
ball. You’ll also pick up the Levitation Platform. 


Bubble Man. Much of this stage takes place under water, and you will find 


that Mega Man is not much of a swimmer; he moves very slowly in the 
water. Watch out when you jump, too, or you may bump into some of the 
deadly spikes at the top of the screen. Bubble Man himself blows a mean 
Bubble Lead. The Metal Blade is a useful weapon against Bubble Man. 
The Bubble Lead will roll in front of you and damage whatever it bumps 
into. 


Wood Man. You can hide using his Leaf Shield. It will surround you with 


vegetation until you move; the leaves are then thrown in the direction of 
the arrow you push on the control pad. You can use Crash Bombs to blow 
your way into his lair. 
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Flash Man. Run with care in this slippery place and try not to skid over the 
ledges. Use the Bubble Lead in the battle to win his Time Stopper; it will 
freeze all enemies for a short while. You’ ll also pick up the Elevator. 

Quick Man. He tosses the Quick Boomerang, a lethal-throwing weapon. 
Hold down the fire button for continuous release. To get it away from 
Quick Man, you may find Flash Man’s Time Stopper comes in handy. 


THE DR. WILY STAGES 

Stage 1. There are lots of Flying Fish at the start of this stage. Shoot the eggs 
in midair to be rid of them; the more profitable—though dangerous—way 
to deal with them is to wait until they smash on the ground. Shoot at the 
little chicks to reveal Power-Ups. You’ ll need the Elevator to get over the 
wall, the Jet Sled to get past the Squiggle Cannons, and the Levitation 
Platform to move from one ladder to another. 

Stage 2. Try the second ladder for a safer and more rewarding trip; use the 
Jet Sled to move from the first ladder. Use the Quick Boomerang against 
the dangerous Phoenixes. 

Stage 3. Use Crash Bombers to blow up the walls that stand between you and 
necessary Power-Ups. Metal Blades will do the trick against the first Red 
Robot; the later mechanoids require less firepower. 

Stage 4. The walls that block the way to cannons will fall to Crash Bombers. 
You can jump over the gaps in the floor or use the Jet Sled. 

Stage 5. Just when you thought you were near the end: all eight of the super 
robots are back for one more round. Fight them in any order you choose. 
Final Stage. Avoid the dripping acid and make your way carefully for the 
end battle: you against Dr. Wily. But wait! He’s turned into an alien! Use 

your Bubble Lead and keep shooting and shooting and shooting... 


NUMBER OF LIVES 

Mega Man has three lives at the start of the game. Lives are lost when he runs 
out of energy or is obliterated by an enemy. When Mega Man has been 
injured by an enemy, he will flash for a short while. During this time he is 
invincible; you may need to take advantage of this situation from time to time 
and allow yourself to get hit so that you can get past one of the tougher 
opponents. s 


ENERGY LEVEL 
There are three different types of energy levels to pay attention to in this 
game. You need to know about energy for: Mega Man himself; Mega Man’s 
weapons, and the final robot of each level. 

In the upper-left corner of the game screen you’ ll find Mega Man’s energy 
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meter (sometimes it will lag a few seconds behind you as you drop down a 
pathway, but it will appear). The meter shows how many more points of 
damage Mega Man can handle; when the white lines are gone, one life is lost. 

As you defeat creatures and move through the game, you’ll find ways to 
replenish Mega Man’s energy levels. These include: 

Energy pellets with just a bit of power and Energy balls with more. 

Energy crystal. Within the crystal is a full load of energy that Mega Man 
can carry with him until he needs it, kind of like a super vitamin pill. Press 
the start button and select the Energy Crystal for a recharge. 

Your weapons are also limited in their energy charges. When you select a 
weapon other than the standard one, you’ll see a second energy level meter 
on the screen, to the left of the life energy meter. This second meter will tell 
you how much power remains in the selected weapon; when the power 
reaches zero, the device will no longer work. 

Weapons can be recharged by grabbing a Weapon Energy Pellet or a 
Weapon Energy Ball. 

And then there is a third energy meter that will appear on the right side of 
the screen when you do battle with the final robot of each level. It will tell 
you how many of your shots the robot can take before it is defeated. Pay 
attention to the level indicator here; if the weapon you are using doesn’t seem 
to be having much effect, you might want to press start and go to the 
subscreen to try a different weapon, if it is available and has enough of a 
charge. 


PASSWORD 
You have password entry to return to the exact point where you ended a 
previous game, an excellent way to practice your Mega Man moves. 

After you defeat each enemy, you will be offered a choice between Stage 
Select or Password. If you choose Password, the screen will display the 
current code. 

The designers use an unusual scheme for entry of the password. It is a 
nine-unit code that is entered by placing bubbles in a grid. It looks more 
difficult than it really is. One way to record the password would be to draw a 
picture of the grid as you see it on the screen. 


FRIENDS 

1-Up. A googly-eyed little version of Mega Man, he’ll give you another life. 

Elevator. Get rid of Flash Man but hold onto this. Put it against a wall and 
you can travel very high. 

Energy Balls, Energy Pellets. More power to you. 

Energy Crystal. An instant life force recharge to carry around in Mega 
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Man’s backpack. 
Weapon Energy Balls, Weapon Energy Pellets. More power to your 
weapons. 


WEAPON SELECTION SCREEN 
You will choose your weapons and special items from the selection screen. 
Here are the codes: 


P Plasma Cannon H Atomic Fireballs (Heat Man) 
A Air Shooter (Air Man) W Leaf Shield (Wood Man) 
B Bubble Lead (Bubble Man) Q Quick Boomerang (Quick Man) 
E Energy Crystals F Time Stopper (Flash Man) 
M Metal Blades (Metal Man) C Crash Bombers (Crash Man) 
1 Levitation Platform 2 Jet Sled 
3 Elevator 
SPECIAL ITEMS 


There are three special means of transport available to Mega Man. You’ll win 

them when you defeat certain enemies. They are indicated on the status 

screen as Device 1, 2 and 3. 

Device 1: Levitation Platform. You get one when you defeat Heat Man. 
You can launch as many as three at a time. 

Device 2: Jet sled. Defeat Air Man and take this away to fly over difficult 
places. The sled will fly in a straight line in the direction it is pointed. 

Device 3: Wall-walking Platform. Also known as the Elevator, you will win 
it from Flash Man. It hugs the wall, improving on the Levitation Platform 
in narrow places. 


I ALWAYS WANTED TO KNOW 

In what order should I battle the enemies of Mega Man? You can go in any 
order you’d like, but here are two orders of battle recommended by pro 
gamesters: 

Air Man, Crash Man, Metal Man, Heat Man, Bubble Man, Wood Man, 
Flash Man, and finally Quick Man. 

OR: 

Air Man, Metal Man, Bubble Man, Heat Man, Wood Man, Crash Man, 
Flash Man, and finally Quick Man. 

How do I defeat the Lantern Fish in the Bubble Man Stage? By putting out 
his light. Don’t waste your time and weapons on his armor. Aim for the little 
lamp that hangs over his head. 

How do I destroy the dragon in the Dr. Wily stage? Follow the brick road, 
jumping from brick to brick until they end. The trick is to know when the 
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dragon will appear. He’ ll come from below and behind you. Jump up onto the 
ledges at the end of the bricks and use the boomerang against the dragon. 
From the top ledge, shoot the boomerang at the dragon’s head. Eventually, 
he’ll knock you down the middle ledge with his fireballs, now shoot at his 
midsection. Keep firing away; a turbofire joystick will help. 

Is there another way to beat the dragon? Are you always this demanding? 
Okay: try this. You'll know you’re near the big guy with bad breath when 
you reach a set of stepping stones that extend out into space. At the fifth 
single block, select your Time Stopper and jump all the way to the right. 
When the Stopper reaches the end, the screen will scroll to the right. Keep 
jumping on the blocks as they appear; the dragon will be to your left and very 
close. 

When you reach the end—three blocks stacked atop each other—jump to 
the top and then turn around and shoot the dragon with a Quick Boomerang. 
Keep at it and you’re outta there; stop too soon and you’re toast! 


SUPER SECRET! 

Secret Chicks: Here’s a totally useless secret that’s kind of neat: Ordinarily, 
once you select your first opponent at the start of a game in the Round Select 
screen, that enemy will appear onscreen for a moment against a display of 3- 
D stars. 

Intrepid Mega Man 2 players have discovered that if you press and hold 
both the “A” and “B” buttons and one of the arrow keys in the direction of 
the boss you have selected as a target and press the Start button, then the 
Stars will be replaced by “chicks” winging across the screen. 

This seems to have no effect whatsoever on the game play, does not cure 
the common cold, and will not do your math homework for you. We just 
thought you’d like to know. 

Recharge Rationally. Each of the weapons you will pick up in the game 
has its own energy meter; when the meter reaches zero, that weapon is 
useless. There are, though, energy capsules scattered about through the game. 
When you grab one, it will restore some or all of your weapon energy. Here’s 
the catch, though: the energy capsule will only restore the current weapon, 
not any others in storage. So, here’s the solution: just before you grab an 
energy capsule, pause the game and change from the current weapon to one 
that you want to recharge. Then resume the game and grab that capsule. If 
you don’t want to use the recharged weapon immediately, pause the game 
and change again. 


BREAKING THE CODE 
We present here the key to everything and everyone you ever wanted for 
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Mega Man II. 

Here’s how to read the chart: first select the number of Energy Tanks you 
want to have available. The more tanks, the more power. Then award 
yourself as many of the special weapons of each of the enemies as you would 
like to have. Use the top number if you want the weapon; use the bottom 
number if you want to earn it yourself. 

If you give yourself all of the weapons, you will automatically enter into 
the final battle with Dr. Wily. If you leave off one or more of the weapons, 
you will go to the stage select to choose from any of the stages not yet 
“conquered.” 

Here’s an example: 

Let’s say we want to pick a middle road and start with two energy tanks 
and the weapons of Heat Man, Air Man, Bubble Man, Flash Man, and Crash 
Man. We would select A3 for the energy tanks, B4 for Heat Man, E5 for Air 
Man, D3 for Bubble Man, C3 for Flash Man, and D2 for Crash Man. Then 
select the bottom number of C2 for no weapon for Wood Man, D1 for Quick 
Man, and E3 for Metal Man. 

Here’s a password to the start of the Dr. Wily stages: Al, B2, B4, C1, CS, 
D1, D3, E3, E5. 

And, here’s super power to the final battle with Dr. Wily: AS, C1, B2, E2, 
D5, C3, C5, B4, D4. 


ENERGY TANKS 

0 1 2 3 4 

Al A2 A3 A4 AS 
ENEMIES 
Heat Man H: Atomic Fire 
YES B2 B3 B4 BS Cl 
NO DS El E2 E3 E4 
Air Man A: Tornado 
YES ES E4 ES Bl B2 
NO D2 D3 D4 DS El 
Wood Man W: Leaf Shield 
YES D3 D4 DS El E2 
NO BS C1 C2 C3 C4 
Bubble Man B: Bubble Lead 
YES D1 D2 D3 D4 DS 
NO Ca C4 C5 D1 D2 
Quick Man Q: Quick Boomerang 
YES B4 B5 Cr C2 C3 
NO C4 c5 D1 D2 D3 


Flash Man F: Time Stopper 
YES Cl C2 C3 C4 (5) 
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NO E4 E5 B1 B2 B3 
Metal Man M: Metal Blade 

YES ES Bl B2 B3 B4 
NO El E2 E3 E4 ES 
Crash Man C: Crash Bomber 

YES C3 D1 D2 D3 D4 
NO E2 : E3 E4 ES Bl 
POWER PLAYER HINTS 


If ever there was a game that needed an arcade-style joystick, this is it! In 
fact, once we switched over to a joystick, we wondered how we had ever 
scored any points at all with the old NES controller pad. But be careful with 
the use of turbofire: some of the special items, like the Levitation Platform, 
will not work properly if turbo is on; and you may not want to burn up all of 
your special weapons with rapid fire, either. 

The manual recommends starting with Air Man, and that is not a bad 
suggestion. Other players prefer to begin with Metal Man to pick up his 
zizzing saw blades. In either case, get to AirMan before you face Heat Man, 
because you’ll need AirMan’s jet sleds. 

Here’s a trick to get extra 1-Ups. When you come to the birds in the Air 
Man stage, turn on the Leaf Shield you received from Wood Man and stand 
still. The Leaf Shield will destroy all of the little birds that fly at you. If you 
wait long enough, some of the birds will leave behind 1-Ups. 

Beat the Hotdogs by using the Timestopper just before you meet them. The 
timestopper will give you enough time to zip by without seeing a single dog. 


Mega Man 2 is a trademark of Capcom USA, Inc. © 1988 and 1989. 
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Nine new challenges await in the third installment. Here is one of three 
suggested orders of battle: Top Man, Shadow Man, Spark Man, Magnet Man, 
Hard Man, Gemini Man, Needle Man, and finally Snake Man. 


We have seen the future, and it is Mega. 

MegaMan 3, the third in the series of adventures of the cute little super-hero. 
After two crushing defeats at the hands of Mega Man, Dr. Wily has decided to 
give up his evil ways. In this game, he joins Dr. Light, the creator of MegaMan, 
in a project to create the ultimate peace-keeping robot, called “8.” 

Ah, but even that lofty goal does not come easy. It seems that the last 
energy components needed to complete the “8” project are hidden on eight 
mining world. For some reason—could it be sabotage?—the robotic work 
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forces of each of these planets rebel and begin to attack all visitors. 

Dr. Light decides that he has no choice but to send in his A Team: Mega 
Man, accompanied for the first time by his loyal (but strange) new dog named 
Rush. Rush can be transformed into a multiple transportation vehicle on 
command: choices include a jet-powered platform, a submarine, and other tools. 

And Mega Man himself has been improved; he now has the ability to slide 
like a bug scurrying under a piece of furniture. You'll find that skill very 
useful when it comes time to scoot through low areas. 


CONTROL PAD 

Arrows: Move Mega Man up, down, left, or right. To execute a Mega Man 
Slide, press down/left or down/right followed by the A button. 

“A” BUTTON: Jump. The longer you hold down the button, the higher the 
jump. 

“B” BUTTON: Fire. Press A and B together to fire while jumping. 

Start Button: Press the button to pause the game and display the Robot 
Masters Weapons you have collected. Here you can also choose to 
summon Rush as your assistant. 

P. (Plasma.) Mega Man’s original Plasma Cannon. 

NE. (Needle Cannon.) 

MA. (Magnet Missiles.) 

GE. (Gemini Laser.) 

HA. (Hard Knuckles.) 

TO. (Top Spin.) 

SN. (Search Snake.) 

SP. (Spark Shock.) 

SH. (Shadow Blade.) 

RC. (Rush Coil). Changes Rush into a Springboard, allowing you to jump 
higher. 

RM. (Rush Marine). Changes Rush to a submarine. 

RJ. (Rush Jet). This one we understand: changes Rush to a jet. 


WORLDS, WEAPONS, and STRATEGIES 

Mega Man 3 includes no less than 21 levels of play in its 3 Megabit cartridge. 
More so than with almost any other sequel game series we have seen—with 
the exception of another very fine piece of work, the Super Mario Bros. 
series—there is a great sense of continuity from one game to another. And, 
we also appreciate the tremendous attention to detail and to a sense of fun in 
this cartridge. 

There are eight new super robot enemies to defeat: 
Magnet Man. He flies overhead, carrying a powerful magnet with which he 
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tries to attract—and destroy—our hero Mega Man. 

Gemini Man. This level is set on the far-flung moon that floats in and among 
several Saturnlike planets with rungs. Beneath the surface of the planet 
you’ll find strange underground caves stocked with strange fishlike 
creatures and dragon flies. 

Hard Man. This is a world set in a mountain mesa. Beware of buzzing bees 
overhead, and leaping leepers down below in the caves. 

Shadow Man. This level includes some unexpected blackouts where you 
can’t see, but you certainly can be seen. We particularly liked the blood- 
red waterfalls in the entry scenes. 

Needle Man. The early action of this level takes place on the deck of a 
strange warship, somewhat like the pirate ship of Super Mario Bros. 3. 

Spark Man. You're inside a multilevel machine. Spark Man is like a floating 
electrical plug; he’ll try to shock you. His special weapon shoots great 
balls of electrical plasma. 

Top Man. Here is a factory full of strange devices, including robotic 
bulldozers (we swear that the drivers bear a particular resemblance to 
Grover from Sesame Street) and a boss who tosses terrible tops. 

Snake Man. We found this to be the most difficult challenge. The opening 
scene is set along the scaly body of this great mechanical snake; it will 
keep popping up and spitting out projectiles. 


POWER-UPS 

Here are the important Power-Up containers you will learn to look for and 

grab at most every opportunity. 

Energy Power-Ups. Available in small and large sizes. The tiny Energy 
Pellets give a little boost while the larger Energy Capsules can restore 
much or all of Mega Man’s power. Once MM is at full strength, extra 
energy is not stored. 

Energy Tanks. Think of these as emergency rations. When you grab one of 
these “E” tanks, they move onto you Weapon Select screen. Pause the 
game and select one to restore Mega Man’s entire energy meter. 

Weapon Power-Ups. They will boost the energy meter for the currently 
selected weapon (except for the unboostable basic Plasma Cannon). They 
come in small and large sizes, corresponding to the power they pack. 

1-Ups. Grab the Mega Man heads for an extra life. 

Surprise Boxes. What’s in them? It’s a surprise to us and you: an energy 
Power-Up, an energy tank, a weapon Power-Up, or a 1-Up. 


PASSWORD 
The game includes a continue option and a password feature that will allow 
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you to return to the game at a particular level, with all of your experience 
intact. 

Here’s a code that will zoom you directly to Break Man for the final battle 
with Dr. Wily: Al, A3, B2, B5, D3, F4. Use the blue balls. If you want to 
begin with nine energy tanks add a red ball to A6. 


I ALWAYS WANTED TO KNOW 

Okay, guys: what's the best order to take on the enemies? We’ve got two 

Suggested routes you might try: 

Route A: Magnet Man, Hard Man, Top Man, Shadow Man, Spark 
Man, Snake Man, Gemini Man, and finally Needle Man. 

Route B: Top Man, Shadow Man, Gemini Man, Needle Man, Snake 
Man, Magnet Man, Hard Man, and finally Spark Man. 

Route C (The Official Capcom Way): Top Man, Shadow Man, Spark 
Man, Magnet Man, Hard Man, Gemini Man, Needle Man, and Snake 
Man. 

Okay, so how do I beat these guys? Here are some ideas. 

Top Man. You will come to a set of nasty robotic cats who will toss 
bothersome balls at your wall. At the first cat, destroy the first ball, jump 
over the second shoot at the cat’s feet. Beat later cats by avoiding their 
robotic fleas, shooting again at their feet. Nuts & Bolts can only be 
destroyed when they are attached; Use the Rush Coil to jump up to get at 
hard-to-reach Power-Ups and enemies. 

You'll know you are near Top Man when you see his spinning tops. 
You'll know you are in trouble when he casts them into the sky to hover— 
and eventually fall—on your head. Top Man throws tops in sets of three 
and then charges directly at you. Use the Hard Knuckle or find some other 
way to avoid the tops as they move down to a corner of the screen, and 
then leap over TM and get him from the back. Fire at him during the few 
moments before he spins again. 

Shadow Man. Mega Man will meet his evil twin Bruce, a bothersome 
brother if ever there was. Study his jumps and run under him, then turn 
and shoot him. 

You'll also meet a strange bulldozerlike machine here: shooting out its 
lights is difficult. It may be better to sacrifice some of your life force and 
just plow right through it while you are temporarily invincible. 

The Top Spin, picked up in Top Man’s World, is the preferred weapon 
in the battle against Shadow Man. 

Gemini Man. The world is filled with frozen fish eggs. You’re going to want 
to thaw them out to collect 1-Ups and other special items hidden within, 
but don’t melt too many at one time because you will also be releasing 
Torpedo Fish. 
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Defeat the Penguin Makers by avoiding their baby Bomber Penguins 
and jumping high up to fire at the Maker’s crank. 

Call your dog Rush and hop on board the jet platform and fly up as 
high as you can. You’ll be out of the range of most of the enemies that 
way. The Rush submarine is valuable in underwater passages later in the 
stage; you’ll need Energy Pellets to make it all the way across. 

Needle Man. It’s nearly impossible to kill Needle Man when he turns into a 
rolling ball. Shoot when he is in his spiky stage or jump over and beyond 
him. There are many levels on this shiplike structure. To get to the blue 
capsule on the lower level here, go back to the left and drop down a level. 
Then return to the right to collect the goody; you'll have to go back out 
the way you came in. 


Watch out at the tops of ladders in the world of Snake Man: here, three of his 
heads are poised to strike. Pop up and shoot and then drop down onto the 
ladder and out of the way. Keep at it until all of the heads are chopped. 


Snake Man. In the wild, you have to watch for snakes when you pick up 
rocks. In Snake Man’s world, you have to be especially careful when you 
reach the top of ladders. 

Come out shooting as soon as you start this level. 
In some of the early rooms, you’ll find a trio of heads lined up to strike. 
The solution will be to pop up and shoot, and then drop down onto the 
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ladder and out of the way. The opening scene is set along the scaly body 
of a huge mechanical snake; it will keep popping up and spitting out 
projectiles. Try to shoot off its head before it spits at you. The large reptile 
requires four solid hits before it is destroyed. Jump over the snake’s first 
few fireballs and then leap and shoot. 


The Needle Man adventure takes place aboard a phantasmagorical ship. In 
some of its areas, you will have to double back to explore lower levels of the 
vessel to pick up special items. 


Magnet Man. This challenge takes place inside a fortress factory with 
generators and other pieces of machinery. Magnet Man will come down to 
Mega Man’s level and face him machine to super-hero; you’ll have to 
resist his magnetic force field for as long as you can, turning and firing 
each time he pauses for a recharge. Mysterious blocks will appear and 
disappear at some places. Study the repeating pattern before you set out to 
cross them. To defeat Magnet Man, wait until he jumps high, run under 
him to one side of the screen, and chase him with your gun blazing. 

Hard Man. This is not the place to start your adventure; you’ ll need to find a 
way to fly. Buzz your way past the bees at the start of the level and get to 
the cave where you will find a recharge for your energy level. 

Killer bees appear terribly dangerous—and they are if you let them get 
to you—but there’s a trick: approach them as closely as you can and then 
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move all the way back to the left, scrolling them off the screen. The bee 
will go away. 

Good weapons here are Magnet Missiles or the Mega Blaster. 

Spark Man. Spark Man’s troops patrol a world of ladders and machinery. 
Wait until they come down to your level before trying to fight them; 
they’re impossible to kill on the ladder. When you reach the boss man, it’s 
all in the timing. Jump up and fire when he is not swinging his sling at 
you. Drop down between throws. 

At the end of the path in Spark Man’s world you’ll have to hitch a ride 
on what seem to be nicely placed little blocks. But don’t be too casual 
here: when you land on one of the blocks, they will head up to the ceiling. 
If you don’t jump off before they reach the top, you will soon get the 
point. 

To defeat Spark Man himself, shoot Shadow Stars from the stairs. 

Mystery Guests. And then, just when you think you’ve won the game, a new 
set of mystery monster guests will appear. Many of the new bosses are 
actually old. You’ll experience a super-charged reprise of the bad guys of 
Mega Man II, disguised in the form of a new boss: Doc Robot. 

In the final part of the game, you will enter combat with all of the 
special weapons you collected earlier. Use them wisely and be sure to 
grab any Energy Pellets you come across. 

Here are the challenges, and the recommended weapon for many of 
them: 

Spark Man. Shadow Blade or Gemini Laser. 

Metal Man. Magnet Missiles. Second choice: Hard Knuckles. 

Quick Man. Search Snake or Gemini Laser. 

Shadow Man. The Rush Jet will come in handy. 

Heat Man. Shadow Blade. 

Wood Man. Use the Needle Cannon between Leaf Shields. 

Gemini Man. Magnet Missiles or Shadow Blades. 

Flash Man. Needle Cannon or Gemini Laser. 

Bubble Man. Spark Shock or Shadow Blade. 

Needle Man. The Rush Jet is essential late in stage. 

Air Man. Magnet Missiles or Spark Shocks. 

Crash Man. Crash Bombs or Hard Knuckles. 

The Final Round. And then, finally, there are six more rounds of battle 
against Dr. Wily himself. (Did you really think he had reformed his evil 
ways? Can we sell you a used bridge in Brooklyn sometime?) 

You'll enter the Skull Compound and work your way upstairs to the 
lair of the doctor himself. Here are some of the challenges: 

1st Stage. Mechanical water turtles. 

2nd Stage. The return of the Rock Monster for Mega Man 1! 
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3rd Stage. Three evil triplet clones of Mega Man. 
4th Stage. The return of the clones. 

5th Stage. The deadly anteroom. 

6th Stage. The boss. 


POWER PLAYER HINTS 

Just as with the earlier Mega Man adventures, when you defeat a boss you 
pick up his special power to take with you as you go to the next level. And, 
once again, you can choose to take on any world you want in any order you 
choose. Therefore, the key to winning this game will come down to choosing 
the right order for the worlds you visit. You should also make good use of the 
special abilities of Rush to get you over or under some of the more difficult 
challenges. 

And, you should master an important new technique: the Mega Man slide. 
Press the down arrow and A button to have our hero scoot down and slide 
across the stage in the direction he is currently pointed. This is the only way 
to get through some very low overheads, and also a wise way to get below 
some low-to-the-ground enemies. 


SUPER SECRET 
Here’s one of those weird tips that may or may not be worth the effort. 

Make sure you have two controllers plugged into the NES. Then play in 
the Needle Man, Snake Man, Shadow Man, or Gemini Man stages and find a 
hole to fall into. As you descend, press and hold A button on Controller 1 and 
the right arrow on Controller 2 and keep them depressed until Megaman runs 
out of energy. 

Megaman will be invincible to falls anywhere in the four stages listed 
above, and able to make incredible jumps—but only for as long as you hold 
down the right arrow button. (Maybe you can hire a friend with a strong 
thumb?) 

Here’s another weird one: Press and hold the Right arrow on Controller 2 
to bestow super-jumping abilities on Mega Man, as directed by Controller 1. 

Number of Hits Required to Defeat the Bosses 

(Best weapon indicated with *) 

Spark Snake Needle Hard Tap Magnet Gemini Shadow 
Man Man Man Man Man Man Man Man 


Sparkshock - 28 XxX x 28 4* 28 28 
Searchsnake x - 28 x 28 28 6* 28 
Needle Cannon 14 ae - x 14 28 28 28 
Hard Knuckles 14 14 x - 4* 14 14 14 


Tapspin 28 14 28 x - 28 14 4* 
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Magnet Missile X x 28 He 28 - 14 28 
Gemini Laser 28 28 4* 28 x 14 - 28 
Shadowblade 7 14 14 x 28 4* 14 - 


Here’s a super-simple code that lets you start out the game with nine 
energy tanks in reserve. Choose password and enter a blue or a red dot in A6 
and then hit end. That’s right: the entire password is A6. 

But that leads us to a secret that will allow you to select the number of 
energy capsules you bring to a game. Start with a password—any password 
you have collected. Every code will have a red dot in just one of the 
following locations. Remove it and replace a red dot in the location that 
corresponds to the number of energy tanks you want: 


Tanks Code Tanks Code 
0 c5 5 C1 
1 E6 6 D2 
2 E4 7 c3 
3 B4 8 F2 
4 A5 9 A6 


Here are a few passwords that will take you to the battles against the return 
of the Mega Man II bad guys. Enter this to meet Gemini Man: A3-Blue, B5- 
Blue, B6-Red, D3-Blue, E6-Red, and F4-Blue. 

For a sharp encounter against Needle Man: Al-Red, A3-Blue, B2-Blue, 
B5-Blue, C5-Red, D3-Blue, and F4-Blue. 

For a password that takes you to the doors of Dr. Wily: Al-Blue, A3-Blue, 
B2-Blue, B5-Blue, C5-Red, D3-Blue, El-Red, and F4-Blue. 

To zoom right to the battle against Wily, try: Al-Blue, A3-Blue, B2-Blue, 
B5-Blue, D3-Blue, F4-Blue, A6-Red, and El-Red. 


MegaMan 3 is a trademark of Capcom, Inc. © 1990, Capcom, Inc. 


- |] - 
GI Joe 


GI Joe™ 
GRAPHICS: 8 RESPONSE: 8 
FUN: 8 ULTIMATESCORE: 24 


Yo, Joe! You Real American Hero, you. We need you once again. It’s those 
same old Cobra thugs, and they have spread their terrorism around the globe: 
to the Amazon, the Antarctic, the Sahara, and places in between. 

This is one of the most detailed and varied shoot-’em-up games for the 
NES. It’s not a game for those who believe that peace and understanding will 
triumph over the forces of evil. If you can get past that, it’s a very 
entertaining game. Taxan. One player only. 


CONTROL PAD 

Arrows: 

Moves your character left or right. Press the down arrow to duck or to enter a 
vehicle. 

“A” BUTTON: 

Press to jump; the longer the button is held the higher the jump, up to the 
maximum ability of each character. The button makes the Cobra Buzz 
Boar or the Cobra Pogo jump, and makes the Cobra Interrogator fly up. 
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“B” BUTTON: 
Press to attack. Without a weapon, your character will throw a punch; if a 
weapon is selected, pressing the B button will fire. 


SPECIAL MOVES 

Throwing a grenade or shooting a weapon up. Press up and the B button. 

Ducking and shooting or punching. Press down and the B button. 

Jumping up and shooting down. Press A to jump, then press down and B 
while in midair. 

Clinging to walls. In some of the areas of the game, members of the team 
can clamp onto walls and ledges. Jump up and toward a wall and hope you 
can hang on. Once on a wall, you can move up by pressing the A button to 
jump and using the arrow keys to move back toward the wall while in 
midair. 

Jumping through floors or ceilings. You’ll really know these guys are 
superhuman when they pass through seemingly solid walls. These surfaces 
look identical to all other floors and ceilings, so you’ll just have to 
experiment using the A button and a hard head. 


MISSION 1 


ORBEKSROLL 


LEVEL 1A 
STAMINA 9 
JUMP 16 
PUNCH 13 


WEAFON 24 


“BORE 
"BRAKE EVES * 


TEAM MEMBER 2 


Choose a good mix of abilities and be ready to change among your team 
members depending on the game situation. The most obvious difference among 
characters is their ability to jump. 
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CHARACTERS 

You'll start each level with a different member of the Cobra team as leader. 

Your first assignment will be to select two other team members. At any point 

during each level, you can change to one of the other members if they still 

have life points. Press Start to pause the game and display the character 
screen. 

Code Name: Duke. Tiger Force First Sergeant Conrad S. Hauser, 
Congressional Medal of Honor winner for his solo rescue of POWs from a 
South East Asian camp. He leads the Amazon assault. Specialty: Airborne 
Infantryman. Secondary specialty: Small-Arms Repairman. He‘s probably 
the best all-around fighter, with a mix of tremendous stamina and jumping 
power with a good punch and use of weapons. 

Stamina: 13 Jump: 23 

Punch: 15 Weapon: 17 

Code Name: Rock & Roll. Craig S. McConnel, master of the heavy-duty 
mini Gatling machine gun. Specialty: Infantry. Secondary specialty: 
Physical Training Instructor. He has, as you might expect, the highest 
weapon rating, but the weight of the gun drags down his other numbers 
considerably. He will boogie on down as leader in the Sahara, Level 5. 

Stamina: 9 Jump: 16 

Punch: 13 Weapon: 24 

Code Name: Capt. Grid-Iron. Terrence Lydon, the former star quarterback 
of the West Point team. Specialty: Hand-to-hand Combat Specialist. 
Secondary specialty: Infantry. Another strong fighter, he has top rating in 
punching strength and a good score in jumping and weapons use. He’ll 
quarterback the game against the enemy in the Black Hills. 

Stamina: 11 Jump: 20 

Punch: 19 Weapon: 19 

Code Name: Blizzard. Gregory M. Natale, Arctic Attack Instructor. 
Secondary specialist: Infantry. This guy is, by comparison, a bit of a 
wimp. He is below average in all areas, but moves well when the going is 
cold and icy. That’s probably why he leads the assault in the Antarctic 
(Level 2). 

Stamina: 12 Jump: 18 

Punch: 11 Weapon: 13 

Code Name: Snake Eyes. His real name is classified, which seems 
appropriate for a Commando/Reconnaissance soldier. Specialty: Infantry. 
Secondary specialist: Hand-to-hand Combat Instructor. He’s the top jumper 
of the team and a strong puncher, but his other scores are below average. 
But if you use him in places where he doesn’t need weaponry and let his 
“weapon” power build up, he will be able to use very powerful Ninja 
Magic. Snake Eyes is the leader of the assault on New York, Level 3. 
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Stamina: 10 Jump: 28 

Punch: 17 Weapon: 11 

When you arrive at the start of the sixth level, you will be greeted by General 
Hawk himself, who will take command of the team for the final battle. 

General Hawk. Notice his jumping points. He doesn’t really have 12-foot 
legs; he uses a jet pack for sustained personal flight. 


Stamina: 14 Jump: 99 
Punch: 21 Weapon: 21 
COBRA TEAM VEHICLES 


You'll find three types of specialized transportation and fighting machines 

scattered about the game. When you enter a vehicle, your own life bar will be 

replaced by one for the machine; when that bar reaches its end, you will be 
ejected. To exit early, press the Select button. 

Cobra Pogo. A slow-moving device, its power lies in its jump and nine- 
direction gun. Press A to jump and B to fire the gun. 

Cobra Interrogator. A one-man highly maneuverable helicopter with an 
aerial machine gun. You are nearly indestructible while you fly the copter, 
but its Life Bar is short. Press A to move up; release the button to descend. 
Use the arrow keys for direction and press B button to fire the gun. 

Cobra Buzz Boar. A buzz saw of a machine, it will whirl its way through 
any enemy and across any surface, including ceilings. Press A to jump and 
B to fire spiral bullets. 


WORLDS 

Each of the six levels of the game is made up of three parts: the battle on the 

approach, the mission zone, and the escape from the zone. The approach and 

escape are standard horizontal scrolling challenges, but the mission zone, 
itself is a complex maze. 

Your assignment at the mission zone is to place commando bombs at 
specified locations. 

Level 1: The Amazon. At the start of Mission 1, Duke has no weapons yet, 
so you'll have to destroy the guards in close combat. Keep an eye on the 
trees for Power-Ups including pistols, ammunition, and bulletproof vests. 
Hidden K-Rations will replenish a segment of the Life Bar, while 
Chevrons will promote your character’s Life Bar to include an additional 
segment. 

The battle against the Cobra Condor Z-25 at the end of Level 1-1 
demands a bit of staying power. The best guy to use here is high-jumping 
Snake Eyes or a fully powered Duke. Shoot at the nose of the plane until it 
breaks into two parts, and then blast away at its rear section. Be sure to 
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jump out of the way of the missiles it will fire; learn the rhythm of the 
launches. 

You'll enter the large Amazon Jungle base area from the top left and 
have to clear two checkpoint bombs before exiting from a door near the 
bottom right of the maze. Go to the platform one level down and then 
jump across a gap to find the first checkpoint. The second checkpoint is on 
the bottommost platform to the right, just to the left of the exit. 

In 1-3 you will find a one-man Cobra Interrogator helicopter hidden 
atop a wall. Shoot out the stones and climb up to where they were and 
then use your team member with the highest jumping ability to soar up 
through the column to its top. 

A fully powered Duke is the best battler against the Range Viper Boss; 
use a wide shot if you can and stay just out of range of the bad guy. 

Level 2: The Antarctic. Out of the frying pan and into the cold. 

Watch out for enemies who will speed by in snowmobiles; there’s no 
sure defense against them, so just be prepared to jump out of their way. 
When you reach the base a bit farther on, search out the hidden 
helicopter—you’ll find it in a chamber at the bottom center of this level. 
You’ll have to blast your way through walls to find them, but not all of the 
walls are solid: look for hidden passageways within. 


Watch out, Snake Eyes! There’s an incoming missile aimed at your head and a 
machine gunner in the gully ahead of you in Mission 2. 
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Outside the Antarctic base you will see missiles blast off in the 
background. Don’t stand still or one may come down right on your cold 
head. 

Level 3: New York. The Big Apple is a sewer—at least in this game. Your 
target is the Super Computer Base. Enemies are above and below, and the 
conveyor belt and other machinery will get in your way. Snake Eyes is the 
leader down here and his high-jumping Ninja skills will be a definite 
advantage. 

The boss of the sewer is the Cobra Sea Ray. Don’t let your eyes stray 
from the top of the screen; the Ray will descend suddenly and violently 
from above. You’ll want to switch to a well-armed member of your squad 
for this battle. 

Level 4: The Black Hills. This is a dark and foreboding place, full of 
enemies. Before you fight the nasty Hydroviper with the crescent sword 
on the first ledge of the white cliffs, try walking through the wall at the 
left side. You will uncover a hidden Cobra Pogo vehicle. It’s perfect for 
jumping way up high in the hills. 

Level 5: Sahara. As soon as you reach the base you will run smack into a 
deadly gunship. After you destroy it, stay on the ground—don’t jump—to 
uncover all sorts of valuable Power-Ups and Special Items hidden in the 
burning sand. Inside the base itself, look for unusual stripes in the walls: 
they are clues to the location of walk-through areas. 

Level 6: Cobra Headquarters. The mission stage here presents the most 
complex maze of the game, with 56 screens in a 7x8 grid. There are no 
less than eight checkpoint bombs to be placed and you can count on many, 
many enemies in your way. When you enter the base, go as far to the right 
as you can and use a grenade to explode a hole in the floor to open the 
way to a treasure room full of special items. 


WEAPONS 

Each character’s weapons can go through four levels of power. Be sure to 
grab the Pistol icons when they appear on screen. Each of the members of the 
force can power up their weapons through four power classes; the level of the 
weapon is indicated on screen from 1A to 4C and then MAX. If you lose a 
character, he will drop down one weapon power level; if you lose all three 
characters in a mission, they will all return to weapon Level 1 when you 
resume play. 


PLACING BOMBS 
Look for the check marks in various locations of the mission stage. Go to 
each one to arm your time bombs. The screen will change to show the bomb 
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and its timer; the amount of time left on the clock will be transferred to your 
game clock; you’ll have that many clicks to find any remaining bombs and 
get out the exit door. 

You can see how many bombs remain to be set in each mission by reading 
the number at the top-right corner of the status area at the bottom of the 
screen. The number will indicate bombs found and bombs remaining like 
this: 1/2. 


SPECIAL ITEMS 

Look for the following icons that will appear on screen when you defeat an 

enemy. 

Ammo. Adds 5 shots. 

Flashing Ammo. Adds 30 shots. 

K Ration. Fills one stripe of life bar. 

Flashing K Ration. Restores full life bar. 

Pistol. Collect four to move to next weapon power level. 

Bulletproof Vest. Gives invincibility for about five seconds. 

Chevrons. Increases the capacity of the life bar. Now find a Flashing K 
Ration to gain super strength. 


Capt. Grid-Iron is up the cliff without a football. The key to success here is to 
jump between the deadly crescent swords tossed by the Hydroviper on the 
ledge above. Note the Chevron upgrade at the upper left. 
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SUPER SECRET! 
Now remember: play fair. It’s the American way. 

So, therefore, don’t use these secret passwords and then claim to have 
beaten the game. Think of them instead as reconnaissance: 


Level 2: BRJJOVD8H NOTE 5TH CHARACTER IS ZERO 
Level 3: JRBJSOD87 NOTE 6TH CHARACTER IS ZERO 
Level 4: SSPS252Z0 LAST CHARACTER IS ZERO 
Level 5: 5369NSXGG 


Level 6: X369NXXGB 

Just when you think the game is over at the end of Mission 6, you will go 
right back to the beginning for another trip through the missions. Only this 
time you have just two members of your team and the checkpoints are in new 
places. There’s a third time through the game, too. 


POWER PLAYER HINTS 
Keep an eye on the Life Bar for each character and change to another fighter 
you lose a life; if the bar reaches zero you will have to go back to the start of 
a mission with one fewer team member. When you complete a stage, you will 
regain some of your Life Bars and when you get to the end of a mission the 
meter will be fully restored. 

If you Power-Up the weaponry for a particular character and then not use 
him again until later in the game, he will return with his full strength. One 
strategy is to boost the power of a few of your favorites early in the game and 
then save them for Game Level 4 or higher, where the going gets really 
rough. The weaponry power levels are also stored in the password and can be 
recalled for later games. 

In the action areas, including Mission Start and Escape Routes for each 
mission, save your weapons and use hand-to-hand combat as much as 
possible. Use hand grenades against the Cobra Commanders you will meet at 
the end of each mission. 

You cannot shoot on the angle, and cannot throw a weapon while jumping. 


GI Joe, the logo, all characters (including GI Joe, Rock & Roll, Capt. Grid-Iron, Blizzard, and 
Snake-Eyes), groups, vehicles, and their respective likenesses are trademarks of Hasbro. © 1990 
Hasbro. Game pak © 1990 Taxan USA Corp. 
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GI Joe 2: The Atlantis Factor™ 


When GI Joe and his team made their first appearance in a Nintendo 
Entertainment System battle against archenemy Cobra, they really kicked tail. 
They fought against Cobra in the desert, in the frozen Antarctic and, scariest 
of all, in New York City. And all was well at the end, for Cobra lay defeated 
at his main base on an uncharted island in the Atlantic Ocean. 

But... actually that island was all that remained of the famous lost 
continent of Atlantis. And not all of the Cobra force was actually destroyed. 
And, wait: the bad guys discovered an ancient power source on the 
submerged continent and used this power to rebuild their forces of evil. And 
it gets even worse: they find that this power can be used to revive Cobra 
Commander, which of course they do. 

GI Joe 2: The Atlantis Factor is the story of Cobra’s revenge against the 
Joe team. 

Gen. Hawk is back from the first adventure, and his first assignment is to 
rescue the hostages taken by the Cobra guys, and destroy their new power base. 

There is not a lot of subtlety is this war game; shoot or be shot, punch or 
be punched. But like its predecessor, GI Joe 2 shines on the basis of the 
excellence of the programming of the screens and game play. We worked 
with an early preproduction copy; some details may change in the final 
version. Capcom. One player only. 


CONTROL PAD 

Arrows: 

Press left or right to move in those directions. 
Press up or down to climb or descend. 

“A” BUTTON: 

Press to jump. 

“B” BUTTON: 

Press to punch, or fire weapon if so equipped. 
Select Button: 

Press to switch weapons. 

Start: 

Press to display the Status Screen. 
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Your goal, displayed on the map at the start of each level, is to make your way 
through six levels of combat en route to the final showdown against Cobra. 


SELECTING THE JOE TEAM 

To choose the members of your squad, move the marker to Select and press 
the A button; keep pressing A until the soldier you want to use is displayed. 
Now move the marker to Decide to hire the member; go back to Select and 
press the A button until the next soldier you want to hire is displayed. 

The selection screen also has an option called Move. Choose that option 
and press the A or B buttons to see a demonstration of your selected soldier 
in action kicking, punching, or using his weapon; press the down arrow to see 
him crouch or duck. Press the Start button to return to the selection process. 
General Hawk. The rough, tough leader of the band. 

Duke. An infantryman who has no understanding of the meaning of the word 

“Tetreat.” 

Road Block. Brains and lots of brawn. 

Wet Suit 2. A SCUBA killer. 

Snake Eyes. Cool, calm, and collected, even in chemical warfare scenes 
where he uses his oxygen gear. 
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SWITCHING SOLDIERS 

The key to success in this assignment is to use the right solider at the right 
time. Press the Start button to bring forth the Status Screen at any time to 
change from one fighter to another. The screen shows available soldiers, 
together with their remaining life force and weaponry. Use the up or down 
arrow to highlight the soldier you want to use and then press Start, A, or B to 
bring him into the game. 


WEAPONS and STRATEGIES 

Punches. Best for close-in fighting against unarmed enemies. You can also 
jump over an armed enemy and punch from behind, or time your punches 
so that you can fight between shots. 

Machine Gun. Fires a spray of bullets, using one round for each shot. 

Laser Gun. Fires high-powered rounds that will penetrate armor; the gun 
uses three rounds of ammunition per heavy-duty shot. 

Shock Gun. Lets loose a deadly force field; two rounds are used for each 
shot. 

Bomb Thrower. Major destruction, at the cost of four rounds per use. 


The key to success in GI Joe 2 is to use the right fighter and weapon at the 
correct point in the game. 
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LEVELS 

Maze 1: The POW Camp. 
Maze 2: The Missile Base. 

Maze 3: The Bridge. 

Maze 4: The Island. 

Maze 5: The Weapons Plant. 
Maze 6: The Temple of Atlantis. 


SPECIAL ITEMS 

As you move through the game, you will come across various special items; 
other items are hidden within crates, walls, and even the landscape itself and 
will be revealed when hit. You must touch the special item to add it to your 
collection; in some cases you may have to chase the item. Among the items 
are POW icons, which add units to your Life Bar. Bullet icons add 
ammunition rounds. 


SCREEN DISPLAY 

Life Bar. Displays how much strength is remaining. The bar will be reduced 
each time your character is hit by bullets, bombs, or touched in hand-to- 
hand combat. When the bar reaches zero, a life is lost. 

Lives Remaining. The number of lives remaining. 

Score. 

Weapon. The currently selected weapon is displayed; press Select to change 
weapons. 

Ammo Left. You will start the game with a certain amount of ammunition 
for your weapons; the number will go down as you use rounds and will 
increase as you pick up special items. 

Time Remaining. You will be alloted six minutes to clear each of the mazes 
of the game; if you fail to do so within the limit, Cobra wins again. 


POWER PLAYER HINTS 
Each weapon has a best use; experiment to find the best combination of 
soldier and weapon. 

When you are struck by an enemy weapon, if you still have some units left 
on your Life Bar, you will become invulnerable for a short period of time. 
You can move past enemies while your character is flashing; sometimes this 
may be the only way to get past an enemy. 

In hand-to-hand combat, try pressing the B button several times in quick 
succession for special punches. 


GI Joe, the logo, Cobra, all characters, groups, vehicles, and their respective likenesses are 
trademarks of Hasbro, Inc. © 1990 Taxan USA Corp. © 1990 Hasbro, Inc. 
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Double Dragon 


There’s no way to sugarcoat this one. This ain’t no stroll in the park. This is a 
world of kicks, head bashes, guns, knives, and chains. Have we left anything 
out? Why yes—there are also firebombs, sticks, and boomerangs. 

Double Dragon II is the Nintendo version of the arcade megahit, which 
was itself the sequel to the popular arcade original, which dates all the way 
back to 1977 in its coin-operated version. And there is now Double Dragon 
III to contend with, too. 

The story is this: near the end of the 20th century, nuclear war has 
destroyed much of what we call civilization. In the wreckage of New York 
City, the Black Shadow Warriors are trying to take over. This is one nasty 
gang of street kids, freaks, and common criminals. 

The warriors have already hit the Double Dragon Dojo, the home of the 
Double Dragon martial arts warriors. And, alas, they’ve gunned down your 
girlfriend, Marion. 

It’s up to you, Billy Lee, to take on the Black Shadow Warriors to avenge 
the death of Marion. Your only ally—if you choose—can be your brother 
Jimmy. 
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You can play by yourself against the Black Shadow Warriors, or choose 
from one of a pair of two-player options. In one form, it’s Billy and Jimmy 
against the Warriors; in the other, it’s Billy and Jimmy against the Warriors 
and against each other. There are also three difficulty levels: Practice, 
Warrior, and Supreme Master. Acclaim. One or two players. 


CONTROL PAD 

This game, based on an arcade hit, uses the Nintendo control pad as if it were 

an arcade controller. It’ll take you a minute or two into the game until you are 

comfortable with the change here. 
The type of action performed is determined both by the button you press 
and the direction your player is facing. 

Arrows: 

Moves Billy or Jimmy left, right, up, or down. To move on the diagonal, 
press between the arrows. To climb a ladder or open a door, press the up 
arrow when you’re in the proper position; to go down a ladder, use the 
down arrow. 

“A” BUTTON: 

Attacks to the right. If player is facing right, press this button to Punch to the 
right. To Kick to the right, press this button while player is facing left. 
Read the section on Attacks for full details. 

“B” BUTTON: 

Attacks to the left. If player is facing left, press this button to Punch to the 
left. To Kick to the left, press this button while player is facing right. 
Read the section on Attacks for full details. 

“A” and “B” BUTTONS: 

Makes player jump. To deliver a Jump Kick, send your player into the air 
and then press the “A” or “B” button to launch an attack in the direction 
the player is facing. 


NUMBER OF LIVES 

Three to begin with. Each life includes 8 Energy Units. As you fight and are 
injured, your units will be used; when all are gone, you will lose a life. You 
can also lose a life by falling off a building, into water, or other fatal 
situations. At the start of each new mission, your Energy Units will be 
renewed. 


DIFFICULTY LEVELS 

Warrior. Equivalent to the difficulty required of players in the arcade 
version of the game. At the end of the eighth mission, you’ll have to solve 
the Double Illusion. 
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Supreme Master. The top difficulty level, it also includes a ninth mission 
which will pit you directly against the mastermind of the Black Shadow 
Warriors. 

Practice. A three-mission, easier version of the game. Start here before 
making a claim to be a Warrior. 


ATTACKS 

You’re going to be fighting this fight without the benefit of atomic laser 

pistols, mystery megatron warp beams, and other fantastic weapons. This is, 

after all, a martial arts game. But Billy and Jimmy can throw their whole 
bodies into the matter. Following is a listing of many of the attacks the boys 
can launch: 

Punches. Press the “A” or “B” button in the same direction you’re facing. In 
other words, when you face right, “A” punches right and when you face 
left, “B” punches Left. 

Uppercut Punches. After you have delivered several punches in a row to an 
opponent, Billy or Jimmy will automatically swing from their heels to 
deliver a bit of a lift to their opponent. 
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Toss those toughies over your shoulder; one of the more difficult recurring 
problems of this game comes when you are double-teamed, with a bad guy on 
each side. Keep moving until you have them separated for a moment and then 
attack one at a time. 
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Back Kicks. Press the “A” or “B” button in the opposite direction from the 
one you’re facing. In other words: when you face right, “B” kicks left, and 
when you face left, “A” kicks right. 

Grabbing Attacks. If you get really up close and personal with some of your 
attackers, you can use some of these advanced moves. The first thing to 
do, though, is to grab the hair or collar of your enemy. To do this, you’ve 
got to connect with several punches in a row. Watch to see when he drops 
his head a little bit; at that moment, press the Control Pad arrow in the 
direction of the enemy. Now you’ve got him, and you can: 

Knock His Noggin. Press the attack button in the same direction you’re 
facing several times. 

Hurl Him. Press the attack button in the opposite direction from the one 
you’re facing, and he’ll be launched over your shoulder. 

Deliver an Upper Kick. Press the up arrow and the attack button in the same 
direction you’re facing. 

Give him an Elbow Drop. Press the down arrow and the attack button in the 
same direction you’re facing. 

Super Attacks. There are a few very difficult attacks that only the masters of 
the game can pull off. 

Spinning Cyclone. Push both attack buttons at the same time to jump, and 
then push either the “A” or “B” button to spin. If you get the timing right, 
you'll spin in midair with one foot extended; if your timing is just a little 
bit off, you’ll end up doing a jump kick. 

Hyper Uppercut. Press either the “A” or “B” attack button just as you’re 
landing from a jump, or as you’re getting up from a fall. 

High Jump Kick. Push the control pad Arrow in the same direction as the 
enemy and press both Attack buttons at the same time to jump and deliver 
a knee kick. Just as in the Hyper Uppercut, you’ll need to do this just as 
you’re landing from a jump, or as you’re getting up from a fall. 


WEAPONS 

Some of the nasties will be carrying weapons, including firebombs, hand 
grenades, iron pipes, knives, and whips. As you defeat some enemies, they 
may drop their weapons; you can pick one up and use it by moving directly 
over the weapon and pressing either “A” or “B” button. 


MISSIONS AND STRATEGIES 

There are nine missions to be completed in the Supreme Master mode, and 

eight in the just slightly easier Warrior level: 

Mission 1: Into the Turf. The inner-city headquarters of the Black Shadow 
gang. Clear it out and head for the roof. To destroy the boss, jump over his 
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head and come up behind him, punching and kicking at his back. When he 
turns around, jump over him again. Keep doing this until he falls down 
and then stay directly behind him, punching and kicking until he 
disappears. 

Mission 2: At the Heliport. The gang will try to escape. 

Mission 3: Battle in the Chopper. The helicopter is headed for the enemy’s 
secret island headquarters. The bad guys will enter the chopper from the 
door to the left. As you fight, keep watching the green door to the right; 
from time to time, it will open up. If you are in front of it, you will be 
sucked out of the helicopter and fall to your death. But, if you can 
maneuver an enemy in front of the open door and then push him through 
it, he will be gone and you will still be there. 

Mission 4: Undersea Base. The home of the giant metal claws! Take 
advantage of the wide area in the base and go backward and forward on 
the screen as well as left and right. 

Mission 5: Forest of Death. It only looks like the woods. 

Mission 6: Mansion of Terror. The outer core of Black Shadow Central. 
There are some very strange happenings here. 

Mission 7: Trap Room. The dungeon of the mansion. 


If you park yourself at the base of this ladder, you can knock off the tough 
young ladies who descend it before they touch ground. 
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Mission 8: The Double Illusion. These guys look just like you! 
Mission 9: The Final Confrontation. In the Supreme Master mode, this is 
where you'll meet the Sensei of the Black Shadow Warriors. Are you ready? 


SUPER SECRETS! 
This is really a two-player game. You can make it to the end by yourself, but 
it will be very difficult. The two-player cooperative mode is a lot of fun, and 
may be the only way to progress quickly through the game. Let your partner 
know which bad guy you’re heading for. 

To continue after the first six missions: Press up, right, down, left, and then 
A button and finally B button. 

Or, try these continue codes: 

Stages 1-3: Press up, right, down, right, A, B. 

Stages 4-6: Press up, down, left, right, B, A. 

You’ve got to use Controller 2 to continue in Missions 7-9. Press A, A, B, 
B, up, right, and left. Or, here’s an alternate, again using Controller 2: A, A, 
B, B, down, up, right, left. 


POWER PLAYER HINTS 
Be sure to try to open any door you come to; you’l! never know what you'll 
find until you try. 

Use a series of kicks and punches, changing your tactics to find the most 
effective combinations. Don’t take on more than one enemy at a time, and try 
not to get caught between two bad guys. 

One of the most effective ways to dispatch an enemy is the Hair-Pull Kick; 
stun your enemy with a kick or punch, come close enough to grab his head 
and then bring your knee up. Kids: don’t try this at home! 

When you come to the first ladder in the opening level, don’t climb up! 
Wait at the base of the ladder and punch out each of the enemies as they 
descend the ladder; they’re too stupid to realize that you are picking them off 
one by one and will keep coming. The same trick will work in various places 
of the game, including the heliport. 

To destroy enemies larger than you, get behind them and punch and kick. 
You can also learn which doors and passageways they come out of—they’ll 
use the same exits in every game you play—and wait just outside. Hit them 
before they hit you. 

Here’s an easier way to cross the conveyor belts you’ll encounter after you 
defeat the boss on the train. Although you’d think that the proper route is 
across the top of the belts, try coming down low to the blue stripes at their 
bottom and walking. You’ll have to jump across the gap in the middle. 


Double Dragon II: The Revenge is © Technos Japan, Inc. © 1989. Double Dragon II: The 
Revenge and Acclaim are trademarks of Acclaim Entertainment, Inc. © 1989. 
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Double Dragon IIl—The Sacred Stones™ 


GRAPHICS: 8 RESPONSE: 7 
FUN: 8 ULTIMATE SCORE: 23 


And you thought it was all over, right? The third installment is the most 
complex and intricately drawn of the Double Dragon series. 


Double your pleasure, triple your fun: it’s Double Dragon III, the second 
sequel to the tangled intrigues of Billy and Jimmy Lee and their regularly 
kidnapped friend Marion. 

The key to ransoming Marion is to locate the three Sacred Stones, hidden 
somewhere in the kicking, punching world out there. You’ll fight against 
Ninpou masters, Ninja warriors, and teams of common thugs. 

You will be guided, from a distance, by the soothsayer Hiruko. In the final 
mission, Hiruko will place the three stones in their holders, opening the 
perilous pathway to the end of the game. 
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There are three player options: 1P Play, where you are Billy, taking on the 
guardians of the stones all by yourself; 2P Play A, where you and a second 
player take the roles of Billy and brother Jimmy against the bad guys, and 2P 
Play B, where Billy and Jimmy fight each other as well as their common 
enemies. 


CHARACTERS 
You can start out as Billy or Jimmy. 

Later in the game, after you have defeated Chin Seimei, the Iron Claw 
master of China, Chin will join the battle on your side. And, after you put 
down Yagyu Ranzou, the Ninja Sensei of Japan, Ranzou will sign on. Once 
you have added to your team, you will be able to change to one of the other 
fighters by pressing the Select button and moving an arrow onscreen. 


Billy has to fight his way into—and out of—his dojo (training school) at the 
start of the game. After you defeat the relatively easy bad guys there, you can 
choose to stay inside and practice for a while. 


CONTROL PAD 
Arrows: 
Press to make your character walk left, right, up, down, or on the diagonal. 
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To make your character run, press twice on the left or right arrow key. 
“A” BUTTON: 

Press to use a weapon. 

“B” BUTTON: 

Used for special moves. See chart below. 


SPECIAL MOVES 

Button Billy or Jimmy Chin Ranzou 

A Punch Upper punch Sword attack 
or use weapon or use weapon 

B Side Kick High Kick Round House 

Jump Kick 

A! Overhead Elbow 
Smash 

B? Face Kneelift 

AB Jump Jump Tumble 

High-Jump 

AB+B? Cyclone Spin Leaping Tumble 
Kick Double-Kick High-Jump 

WALK+AB 

+44 Mid-Air Diving Flying 
Somer-Assault Head Butt Sword Attack 

WALK+AB 

+B Flying Jump Jump Kick Lunging 
Kick Knee Drop 


‘With the control pad arrow pressed in the direction of the enemy, kick and punch until the 
enemy drops his head. Then continuously tap the A button. 


?With the control pad arrow pressed in the direction of the enemy, kick and punch until the 
enemy drops his head. Then continuously tap the B button. 


>From a standing start, press the A and B buttons at the same time to jump, release the 
buttons and then immediately press the B button again. 


‘With the control pad arrow pressed in the direction of your enemy, press the A and B 
buttons at the same time to jump, release the buttons and then immediately press the A 
button again. 


5With the control pad arrow pressed in the direction of your enemy, press the A and B 
buttons at the same time to jump, release the buttons and then immediately press the B 
button again. 
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WORLDS AND STRATEGIES 

There are five knee-lifting, elbow-smashing missions in the game, followed 

by a final head-butt against the Supreme Master. 

Mission I: The U.S.A. The peaceful home of Billy and Jimmy Lee—as 
peaceful as a martial art dojo can be—is where the trouble begins. After 
you defeat the first bad guys, stay inside the dojo and practice your moves 
before you head out the door. 

Mission II: China. Home of the first sacred stone. 

Mission III: Japan. You'll find the second sacred stone here. 

Mission IV: Italy. Use Ranzou’s Tumble High Jump Kick to defeat the final 
boss. 

Mission V: Egypt. The final challenge, against the curse of the Pharaohs. 
Ranzou’s unlimited supply of Ninja Blades and 20 Shurikens will come in 
handy. 


WEAPONS 
Each of the characters has two basic weapons available at the start of the 
game: bare hands or Ninja blade, or a limited supply of throwing weapons. 
You can switch to the second weapon by pressing the Select button and 
moving the onscreen arrow to a weapon for which you have a supply of 
projectiles. 
Through the game, you will have the chance to pick up other weapons left 
behind by your enemies, including Army Knives, Broken Bottles, and Sais. 
WEAPONI WEAPON II and SUPPLY 


Billy Bare hands Nunchaku (5) 

Jimmy Bare hands Nunchaku (5) 

Chin Bare hands Tron Claw (5) 

Ranzou Ninja Blade Shuriken (20) 
NUMBER OF LIVES 


Billy, Jimmy, Chin, and Ranzou each have just one life to lose. The lives are 
made up of energy units displayed onscreen; the energy levels of all 
characters will be refilled at the start of each new mission of the game. 

After Mission 2, you will automatically switch to the second member of 
your team when a life is lost. 


SUPER SECRET! 

Here’s a special move that allows your fighters to gang up on an enemy: 
Press A and B to jump-kick and fly into the arms of the enemy fighting your 
partner. You’ll bounce with extra height and power and knock down anyone 
in your path. 
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min 
BARE HAND 


Billy starts out with just his bare hands and a limited number of throwing 
weapons. Save the heavy metal for the more difficult situations; change to the 
second weapon by pressing the Select button and selecting from the menu. 


POWER PLAYER HINTS 
Save your weapons for the most dire of circumstances. Kick and punch 
whenever you can. 

The Cyclone Spin-Kick is probably the most powerful of all martial arts 
moves. However, you cannot execute one if you are carrying a weapon you 
have picked up from an enemy; make your choice before you grab the 
weapon from the ground. When you are up against the biggest enemies, 
you’ll find the cyclone kick packs more wallop than a weapon anyway. 

Equip Chin with his Bear Claw in the battle against Ranzou in Mission 3. 

The best approach to an enemy is from the back or side, not the front. And 
try to step out of the way of any bad guy who charges directly at you. 

Use Chin and Ranzou against the stronger enemies, and switch to Billy and 
Jimmy for more ordinary challenges. 

The fourth mission includes the only automatic continue to be won in 
Double Dragon III; there are no codes or extra men in the game. 

Use a controller with turbo or rapid-fire for better action. 


Double Dragon I1]—The Sacred Stones is a trademark of Technos Japan Corporation. © 1990. 
Game pak © 1990 Acclaim Entertainment, Inc. 
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In this game, the world of the Japanese Ninja, with all of its strange weapons 
and weird creatures arrives on American shores. 

The story is this: Ken, head of the Hayabusa clan, the guardian of the 
Dragon Sword, is defeated in a mysterious and unexplained duel. He leaves 
his son Ryu a note: Take the Dragon Sword and go to America. Find the 
archeologist Walter Smith, the letter says. 

Why? What will happen in America? The answer is all of the ordinary 
American things like wizards, ninjas, and demons. 

And how did Ninja Ken end up in the Amazon? 

Ninja Gaiden includes something called “Cinema Display,” a system that 
shows moviclike scenes with close-ups of characters and different “camera” 
angles through the story. You can watch a snippet at the opening of the game 
if you load the game pak but do not press Start. It’s not quite as impressive as 
a widescreen movie, but it is a nice change of pace. 

We like the special effects from the weapons, including the whirling ring 
of fire and we enjoyed helping Ryu climb up the walls like an Oriental 
Spiderman. Tecmo. One player only. 
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EERE 28 tia BAAG : hints 


As Ryu works his way across the rooftops of New York at the start of the game 
he can slash away with his sword at red Dragon Spirit Crystal Balls like the one 
over his head. Climb up onto objects to jump across at ones hard to reach. 


CHARACTERS 

You are Ninja Ryu Hayabusa, son of Ken, setting off for America with a 

secret Dragon Sword. Other important characters are: 

Ken Hayabusa. Ryu’s father, defeated in a mystery duel with an unknown 
opponent. He has apparently been killed, but he has left behind the secret 
Dragon sword and a letter for Ryu before leaving this world. 

Irene Lew. The mysterious American Ryu meets in Jay’s Bar in Galesburg. 
Who is she? What is her secret? What was young Ryu doing in a bar? 

Walter Smith. The archeologist who turns up something evil. 

Foster. An official of the American CIA who has some secret information 
for Ryu. 

Guardia de Mieux (Jaquio.) He’s poised to take over the world for his evil 
purposes. He has selected four evil forces. You can read about them in the 
section on Enemies. 


CONTROL PAD 
Arrows: 
Moves Ryu up, down, left, or right. Use the arrow to climb or go down a 
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ladder. To jump up or down onto the ladder, press the A button and the 
up or down arrow. When Ryu is on level ground, the down arrow will 
make him crouch down. 

“A” BUTTON: 

Makes Ryu jump. There is also a special Wall-Spring Jump that takes 
advantage of the fact that Ryu can jump to and cling to walls. When Ryu 
is hanging on to a wall, press the direction away from the wall and the A 
button to spring away; if you do this while Ryu is in a space between two 
walls, Ryu can spring back and forth between the two walls and climb up. 

“B” BUTTON: 

Controls the Sword and other selected weapons. Press the B button to use 
the sword. Press the B button together with the Up arrow to use the 
Throwing Star, Windmill Throwing Star, the Art of the Fire Wheel, and to 
execute the Jump & Slash Technique. 


ON-SCREEN DISPLAY 

You will see on the screen as you play a display that includes the score, the 
Act-Level Display, the number of lives remaining, the current life meter 
reading, remaining Spiritual Strength points, Physical Strength points, any 
collect Power Items, and the strength of the Enemy Boss. 


NUMBER OF WORLDS: 20 

Act 1: Destiny. 1-1 Galesburg. Practice your ninja skills here and pick up as 
many bonus items as you can, including points from the red and blue lamps. 
1-2 Jay’s Bar. Enter the doors at the end of the Act to meet the mysterious 
Irene Lew. Is she a friend or a foe? Here she will seem to be both. 

Act 2: The Escape. Ryu awakes in prison, but Irene offers him some help. 
What kind of girl is she, anyway? Continue to grab those special items 
wherever you can. 2-1 Outpost. 2-2 Death Valley. 2-3 Amura’s Altar. 
Bomberhead will attack, waving a sickle and chain in your direction; duck 
down and attack from below. 

Act 3: The Chase. Here you will meet Walter Smith, the archeologist friend 
of father Ken. Walter will tell Ryu the story of the two statues: the Light 
Statue and the Shadow Statue. Smith had discovered the evil secrets of the 
statues on a dig in an ancient temple in the Amazon. It seems that it was 
Ryu’s ancient ancestor, Shinobi, who trapped the Light Demon within the 
statue; if the two statues are united, the demon will be released, 3-1 
Crystal Lake. Use the Time Freeze to get past the diving eagles. 3-2 
Lizard Mountains. 3-3 Yomi’s Cave. Here’s Basaquer! Use your sword 
to deflect his bullets (really!) and use your knife when he comes close. 
Also very valuable is the Windmill Throwing Star. 
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Act 4: A Trap. Walter Smith has been killed by unknown assailants; the trap 
is sprung by the CIA when Mr. Foster tells Ryu that Jaquio’s men were 
responsible for the murder. You are off to the Amazon jungle. 4-1 South 
American Amazon. 4-2 Bazlisk Mine Field. 4-3 Temple of 
Darkness/Hall of Demons. 4-4 Space of Kelbeross. 

Act 5: Life or Death Combat. 5-1 Prison of the Dead. 5-2 Cliff. 5-3 East 
Tower Outer Wall/The Nails of Lukifell. Climb the pyramid—keep 
those Fire Wheels handy—to meet and beat Bloody Malth at the top. He’s 
not as tough as he talks: pound on his shield. 5-4 Place of Red Execution. 
Bloody Malth throws deadly lightning bolts, but the pattern is pretty 
obvious. Sneak under them and attack. 

Act 6: The Fall of the Demon. This stage is difficult enough, but all but 
impossible without the Jump & Slash. 6-1 Death Bridge. 6-2 Temple of 
Darkness/Hall of the Brahmans. 6-3 Temple of Darkness/Hall of 
Judgment. 6-4 Temple of Darkness/The Black Throne. 


ENEMIES 

Jaquio has recruited four evil forces (they call themselves the “Malice Four”) 

and an evil spirit to assist him in his evil attempt to take over the world: 

Barbarian. He carries a huge executioner’s ax, and will cut anything that 
gets in his way. You’ll meet him in Act 1. 

Bomberhead. He comes from the jungle of the South Bronx to a position as 
the Lord of Evil of the streets of New York. He carries a sickle and chain 
in Act 2. 

Basaquer. A trained killer and master of the Chinese martial arts, he carries a 
lethal dagger in each hand. Meet him in Act 3. 

Kelbeross. Once Jaquio’s pet dog, he was sacrificed to the evil spirit, but has 
returned as a ghastly ghoul in Act 4. His breath is truly foul; in fact, it’s 
deadly. 

Bloody Malth. The Boss of Bosses, he wears the Iron Mask of Blood and the 
Shield of Death. 


NUMBER OF LIVES 
You start the game with 3 players; There are 16 ticks on the power meter for 
each life. 


TIMING 
The timer starts at 149 and counts down to 0. 
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Ryu can shimmy up the side of the water tower here and carefully leap across 
to the roof of the next building, but beware of the thug waiting for him to land. 


SPECIAL WEAPONS 

The following special items are available for use once gathered in the game. 

Use them by pressing the up arrow together with the B button. 

Throwing Star. A simple throwing weapon, it flies in a straight direction. 
Uses 3 Spiritual Strength points. 

Windmill Throwing Star. These stars will cut right through an enemy and 
then return like a boomerang. Uses 5 Spiritual Strength points. 

The Art of the Fire Wheel. A Ninja secret gives Ryu the ability to twirl 
three balls of fire around him, burning any enemies. Uses 5 Spiritual 
Strength points. 

Jump -& Slash Technique. During a jump, press the up arrow and the B 
button to slash your way through an oncoming enemy. 


SPECIAL ITEMS 

Each stage includes at least one special item. Other special items include: 

Spiritual Strength. Look for the six-sided box, available in red and blue 
flavors to increase your spiritual strength. Red is worth 10 points, and blue 
5 points. 


196 Ultimate Unauthorized Nintendo Classic Game Strategies 


Time Freeze. Look for the hourglass to freeze everything on the screen for 5 
seconds. 

Bonus. The red jewel is worth 1,000 points; the blue 500 points. 

Restoring Physical Strength. Look for the medicine bottle to restore 
strength by six points. 

1-Up. Worth another life. 

Invincible Fire-Wheel. Flames circle around Ryu, killing any enemies they 
come into contact with. 


I ALWAYS WANTED TO KNOW 
What is a Gaiden? It’s Japanese for a telegram, like the letter Ryu receives 
from his father. 

Sometimes Ryu seems to just stick to the wall and I can’t get to do 
anything. Help! This is not a problem—it is a solution. Use Ryu’s curious 
ability to climb the walls to scale buildings and walls to your advantage by 
escaping enemies, retrieving treasures and otherwise passing through 
America in this way. To get off the wall, press the arrow key away from the 
wall and the A button. Practice pogoing your way up a pair of opposing 
walls. 

How do I get away from Bomberhead? Read the answer to the question 
above... climb the walls to get out of his way, and then attack him when he is 
in midswing with his chain and sickle. 


SUPER SECRET! 
There’s a yellow spider hanging above you at the start of Act 4; kill it and 
gain an extra life. 

What? Could Ken really be alive? Could he be the ultimate challenge to 
Ryu? Well... 


POWER PLAYER HINTS 
Grab every bonus and power item you can; you’ll find it all but impossible to 
make it through the game without their help. 

Similarly, be sure to stock up on Spiritual Strength as you enter the upper 
challenges, especially the Hall of Judgement, where you’ll need around 100 
points as a minimum. 

The Fire Wheels are probably your most potent weapon. Be sure to grab 
them, and use them wisely. 

There’s a secret way to grab items in upper levels without using up the 
Power Points that go with the powerful Jump and Slash technique. Press and 
hold the down arrow while Ryu is in midair and then press the B button to 
extend his sword. It takes a bit of practice. 
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POWER ZOOMING 
There is a Continue option offered at the end of each game. Just press the 
Start button. 


Ninja Gaiden is a trademark of Tecmo, Inc. © 1989 Tecmo, Inc. 


“Telegram for you, Mr. Hayabusa!” 

Yes, its the return of the avenging Ninja, Ryu Hayabusa in the 
continuation of the hit game Ninja Gaiden. Kick and punch games are not 
everyone’s cup of tea, but if you like this sort of thing, then we think you’ll 
find that Ninja Gaiden II to be special in its intricate plotting and beautifully 
detailed graphics. 

The game draws its name from the Japanese word “gaiden,” which means 
telegram. In the original game, Ryu receives a message from his father. It 
seems that Ken, head of the Hayabusa clan and guardian of the Dragon 
Sword, has been defeated in a mysterious duel. His message advises Ryu to 
take the Dragon Sword and go to, of all places, America. 

The whole story goes on for six pages in the instruction manual. You'll 
find some interesting clues here and there in the story, but the important 
lesson is this: Trust no one and keep on fighting. 

The initial challenge takes place at night on the streets of a big city, and up 
and down the walls of the buildings there. Ryu is carrying one of his basic 
weapons, the Throwing Star; this will fly straight out and injure any enemy it 
hits. A more powerful throwing star is called the Windmill, which can cut 
right through an enemy and keep flying to the edge of the screen and then 
come flying back. Tecmo. 1 Player only. 


CHARACTERS 
You are Ryu Hayabusa, son of Ken and an all-round rough-and-tough Ninja 
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kid. You will also meet again Irene Lew, a top agent of the CIA and one 
good-looking young lady who may have had a fling with Ryu. Then there is 
Robert T.S.; we don’t know whose side he’s really on. 

And finally, there is Ashtar, the evil lord and leader of the Demon clan, 
who is the secret controller of Jaquio. From what we understand of the story, 
Ashtar seeks to channel the underworld power that emanates from the Gate of 
Darkness in order to take over the world. Jaquio—like Ken in the original 
story—is not really dead, as Ninja Ryu will soon find out. 


CONTROL PAD 

Arrows: 

The left or right arrows move the Ninja in those directions. 

The down arrow makes Ryu crouch. 

The up and down arrow can also be used to make Ryu climb up or down a 
ladder or wall. 

“A” BUTTON: Jump. 

“B” BUTTON: Controls sword. 


WALL MANEUVERS 

Among your best offensive moves are those that are off the wall. Climb up a 
wall or ladder and hold the arrow key that faces away from the wall while 
pressing the A button to jump-kick off the wall. Or, make an attack from the 
wall using one of the power boosting items. Press the arrow keys to the left or 
right and then press the B button and the special item will move in the 
direction of the arrow. If you press the B button without pressing an arrow 
key, the item will fly in the direction that Ryu is facing. 

One of the most difficult positions that Ryu can get into is to fall into one 
of the chasms. The way out is to use the special Kick-off Jump. Climb up as 
high on the wall as you can, and then kick off and hump to the opposite wall. 
Quickly press the arrow key in the opposite direction and hold down the A 
button to jump up in the air and out of the chasm. 


SPECIAL ITEMS 

Throughout the game, keep an eye out for red Dragon Spirit Crystal Balls. 

Cut them with your sword—you’ll have to jump up or down for many of 

them—in order to free up Power-Ups. The special items include: 

Ninja Power. Look for the blue (10 points) and red (full power) Ninja Power 
markers (a Japanese character in a box) to boost Ryu’s strength for 
Ninjutsu fighting techniques. 

Scroll of the Spirit of the Dragon. Grab one of the rolled scrolls to increase 
the maximum level of Ninja power for Ryu. 
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Phantom Double. Look for the red-hooded Ninja symbol to gain the ability 
to split your body into one, or even two, additional Ninja fighters who will 
shadow your every move and greatly increase your firepower. The split- 
personality is especially useful in battling the boss of Stage 3. 

1-Up. An extra life is to be had by grabbing the blue-hooded Ninja symbol. 

Recovery Medicine. Take one of the small flasks to increase Ryu’s 
remaining strength sixfold. 

Bonus. Blue bags of gold are worth 1,000 points and red bags a cool 2,000 
points. 


POWER BOOSTS 

Special weapons will help you battle the bad guys, but they do come at a 

price. Each of the special weapons will use up some of your Ninja power. 

(The available Ninja power points are shown at the bottom left of the 

scoreboard at the top of the screen.) You can earn back points by defeating 

enemies and grabbing special items from the crystal balls. 

Throwing Star. A basic weapon, all you’ve got to do is face an enemy and 
throw it at him. Uses 5 points of power. 

Windmill Throwing Star. This thing can slice through an enemy like a hot 
knife through butter, and then fly back into your hand. Once you throw it, 
be sure to jump up in the air so that the sharp star won’t fly back and hit 
you. You’ll also have to take care in where you throw the star: if you 
throw it off the screen, you will lose it. Uses 10 points of power each time. 

Art of the Fire Wheel. A real flamer, it costs 8 points to use. 

Fire Dragon Balls. Converts the energy of the Dragon Sword into balls of 
electrical power. Requires 8 points of power. 

Invincible Fire Wheel. With it, Ryu can summon up flames that will circle 
around him for a few seconds, and during that time he is not only a 
fearsome attacker but also invincible. A special technique will increase the 
value of this already-fearsome weapon: the wheel of fire will come flying 
to Ryu from the bottom of the screen when he summons it, so to get the 
most toast for your buck try to lure an enemy to stand between Ryu and 
the source of the fire. You cannot use the Invincible Fire Wheel when you 
have other items in your possession, and this big weapon requires 15 
points of power. 


ENEMIES 

The principal plug-uglies of this game are members of the Demon Clan. Here 

are a few of their mutated selves: 

Dando—the Cursed. This hairy monster includes the wandering spirits of 
the long-dead Vikings. He’s the last guy you'll want to get very close to, 
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not just because he excels at hand-to-hand combat. 

Baron Spider. Half man, half spider, all pain. 

Funky Dynamite. A cyborg based on the giant Commodore lizard, this guy 
can move real fast and throw a nasty firebomb. You really don’t want to 
sit down and have a long talk with him. 

Naga Sotuva. Also known as the Underworld Water Dragon, this is a living 
dinosaur. 


POWER PLAYER HINTS 

Baron Spider, the boss at the end of Level 2-3 is one creepy creature. He is, 
of course, the result of some scientific experiment gone awry and you might 
want to feel sorry for this half-man, half-spider creature, except that he insists 
on trying to drop his pet monster spiders on you from above. When you try to 
climb up the walls to attack him man-to-spider, he’ll jump off the ledge. The 
best way to attack him is in midair. 

Jump up on water towers and other structures you will find on the roofs 
and streets of the city to give yourself a launching platform for your attacks 
and defenses. Jump over—or punch first—the little red ratlike character 
you’ ll meet early in the game on the upper roofs before he can touch you. 

You can never have too many Ninjas. Here’s a way to hide away as many 
as nine guys. 

In Stage 4-2, you will come to a 1-Up. Take it, of course. Now run back to 
the beginning of the stage, climb up the ladder and then head back down. 
You’ll find a new 1-Up. Do this over and over until you have as many lives 
as a cat. 


SUPER SECRETS 

There are no less than three hidden sound tests in the Ninja Gaiden II game 

pak. 

#1: From the title screen, press the arrow to the up/left corner while pressing 
Select, B, A, and Start. You'll be able to listen to the music from the entire 
game. You’ll know you’ve reached this screen when you see a picture of 
Ryu Hayabusa. 

#2: Wait until the title screen fades to black and then press Start to make the 
screen reappear. Press the up/left arrow together with A, B, and Start. 
You'll see a picture of Irene Lew. 

#3: Wait until the title screen fades to black, then press Start. Now let the title 
screen fade to black again. Press start one more time and then the up/left, 
A, B, and Start buttons. You will see both Irene and Ryu on screen and be 
able to choose from sounds and music with the names of the pieces, and 
also be able to observe a graphical sound meter for each noise. 
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POWER ZOOMING 
You can continue the game from the beginning of the stage where Ryu was 
defeated by pressing the Start button at the end of the game. 


Ninja Gaiden II is a trademark of Tecmo, Inc.© 1990 Tecmo, Inc. 


A 
RBI Baseball 


RBI Baseball 2™ 
RBI Baseball 3™ 


The RBI Baseball series is one of the great success stories of the Nintendo 
game market: a well-done game that has sold many hundreds of thousands of 
copies, all without the official blessing of Nintendo of America. 

For our money (yours, actually) we think the closest you are going to come 
to baseball realism in a silicon chip is in RBI Baseball 2 or RBI Baseball 3, 
from Tengen. This is not the flashiest or cutest or even the most attractive 
baseball game, but we think it is the one that best lets the serious baseball fan 
feel like a major league manager. 

One obvious reason for the realism, of course, comes from the fact that 
Tengen has struck a deal with the Major League Baseball Players Association 
allowing the use of real players’ names and statistics. 

For the record, one company with which Tengen has not struck a deal is 
Nintendo of America. These two games, and others from Tengen, are not 
authorized by Nintendo. They work just fine, though. 

In the case of RBI Baseball 2, we are looking at the actual numbers of the 
1989 major league season for all 26 teams. 
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TODAY’ S GAME 
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Darlings Dopson 
Ojeda Smithson 


Select from real major league players with actual statistics. Here we are setting 
up another epic confrontation between the New York Mets and the Boston Red 
Sox in RBI Baseball 2. 


In RBI Baseball 3, new for Christmas 1991, we have all 26 teams with 
their 1990 statistics, the National and American League All-Stars, plus 27 
great division leaders from 1983-1989. You can even pit one year’s roster of 
a team against another year’s team, for example the 1990 New York Mets 
against the 1986 Mets. 

Each of the teams has a full roster of 24 players, and the amateur manager 
can set up his or her own batting order and make substitutions of pitchers, 
fielders, and hitters. 

Most of the rules of baseball apply. There is even an Instant Replay feature 
so that you can review that fantastic fielding play you made. 

There are three types of competition: you can play against the computer 
(selecting an easy or difficult automatic opponent) or head-to-head against 
another player. You can also choose a pair of teams, break out a bag of 
peanuts, and watch the computer play both sides. 


CHARACTERS 

RBI Baseball 2. The Major League Baseball roster for all 26 teams in the 
1989 season. 

RBI Baseball 3. The Major League Baseball roster for all 26 teams in the 
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1990 season, the National and American All-Stars and 27 other division- 
leading and championship teams including the following: 
American League East 


Baltimore 1983 Boston 1986, 1988 
Detroit 1984, 1987 Toronto 1985, 1989 
American League West 
California 1986 Chicago 1983 
Kansas City 1984, 1985 Minnesota 1987 
Oakland 1988, 1989 
National League East 
Chicago 1984, 1989 New York Mets 1986, 1988 
Philadelphia 1983 St. Louis 1987 
National League West 
Houston 1986 Los Angeles 1983, 1985, 1988 
San Diego 1984 San Francisco 1987, 1989 
OFFENSE 
AT BAT 
Arrows: 
Moves the batter within the batter’s box. 
“A” BUTTON: 


Swings the bat. Press and hold for a full swing. To Bunt, press and release 
the button quickly, or press the Select button. 

“B” BUTTON: 

Not used when at bat. 

Select: 

Press once to put the bat in the bunting position. If you determine that the 
incoming pitch is going to be out of the strike zone, press the Select button 
again and the batter will take his bat out of the strike zone; if you wait too 
long, a strike will be called. 

ON THE BASE PATHS 

Arrows: 

Controls the movements of the runner. The directions are as follows: 

Right. Runner will advance or return to first base. 

Up. Runner will advance or return to second base. 

Left. Runner will advance or return to third base. 

Down. Runner will advance to home plate. 

“B” BUTTON: 

Advances the runner to the next base. Use together with the appropriate 
arrow key. Use to steal bases, in hit-and-run plays and squeeze plays. 

“A” BUTTON: 

Base runner will return to a base. Press the arrow button, too. Use this control 
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when a fly ball has been caught or to stop an attempted steal or extra base 
advance. Once a runner has arrived successfully at a base, he cannot be 
returned. 

OFFENSIVE TIME-OUT OPTIONS 

Press the Start button to call time out. Once time has been called, you will 
have the following options: 

Substitutions. To change a batter, runner, or fielder. You can view an 
extended set of statistics on the players you are inserting into the game by 
pressing the Select button. 

Switch Hit. Batters who are identified as switch hitters can be turned around 
to face left or right. Do this when the opposing team has changed pitchers, 
or to try to punch a ball into right field to score a runner on third, for 
example. 

Scoreboard. Press the B button to see the scoreboard. You can examine the 
stats of the game thus far, and if the situation looks absolutely hopeless, 
you can even choose to forfeit a game. 

Instant Replay. Lets you examine again, in living color, the most recently 
completed play in most situations. 

Play Ball. Returns you to play. 


The screen display and action of both RBI 2 and 3 are the same; there is a 
minimum of clutter to distract you from the essentials of the game. 
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DEFENSE 

PITCHING 

Arrows: 

1) Moves the pitcher from side to side on the rubber before the windup 
begins; 

2) Used to select the type of pitch when pressed and held as the windup 
begins. Choices are: 

Knuckleball/Sinkerball. Use the up arrow to throw this slow and hard-to-hit 
pitch; 

Curveball. Use the right arrow to throw a pitch that breaks to the right. 

Screwball. Use the left arrow to throw a curve that breaks to the left. 

Fastball. Use the down arrow. 

If you do not press down one of the arrow keys as the pitcher begins his 
windup, he’ll throw a normal pitch down the middle. 

Note that you can affect whether a pitch comes inside or outside on the batter 
by pressing the Left or Right arrow as the ball flies toward the plate. 

“A” BUTTON: 

Begin the windup and throw a pitch. Press and hold an arrow before pressing 
the A button in order to select a particular pitch. Once the ball is on its 
way to the plate, the left or right arrows will affect its location. 

“B” BUTTON: 

Used to attempt to pick off a base runner. When the pitcher takes his foot off 
the pitching rubber, press the A button to throw the ball. Without an 
arrow the ball will go to first base; press one of the other arrow directions 
to attempt a pick off at second or third or a throw home against an 
attempted steal. 

DEFENSIVE TIME-OUT OPTIONS 

Press Start to call time out. 

New Pitcher. Move the cursor to the desired relief pitcher, and press the A 
button to make the change. Once you remove a pitcher from the game, 
you cannot bring him back again. 

New Fielder. Move the cursor to the name of player you want to take out of 
the lineup and press the A button; now move the cursor again to the name 
of the player you wish to put into the game in his place. You can look at 
some additional statistics by pressing the Select button. Press the A 
button to make the substitution; press Start to cancel the process. 

Scoreboard. Press the B button to see the scoreboard. 

Instant Replay. Playback of the most recent action. 

IN THE FIELD 

Arrows: When the ball is hit, you’ll need to move one of your fielders into 
position to catch the ball. The arrows control movement as follows: 

Toward Center Field. Up arrow. 
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Toward Home Plate. Down arrow. 

Left or right. Use left or right arrow. 

You can also send your fielders into foul territory or behind home plate in 
hopes of catching pop-ups. 

To attempt a jumping catch of a ball, press the “A” or “B” Buttons when the 
ball is near your fielder. If the ball is on the ground, you can dive toward it 
by pressing the “A” or “B” Buttons and an arrow key. 

THROWING THE BALL 

Once you have grabbed hold of the ball, you will need to get it back into 
play. 

A button. 

Throws the ball to the base selected by the arrow pad. If no arrow is pressed, 
the ball will be thrown to first base. Arrows control the throw of the ball 
as follows: 

First base. Right arrow.Second base. Up arrow. 

Third base. Left arrow.Home Plate. Down arrow. 

B button. 

Makes the fielder run to a base. Use the arrow keys to direct the fielder to the 
proper base; if no arrow is pressed, the fielder will run to first base. 


TYPES OF GAMES 

1-player. You against the computer; this guy plays a pretty strong defensive 
game. 

2-player. You against another human player. 

Watch. Choose your two teams and watch the computer play for both sides. 


GROUND RULES 

You may use as many as 5 pitchers in one game, limited to 1 or 2 of your 
starters and 4 or 3 relievers. And, a starting pitcher can only appear in every 
other game of a series. 


POWER PLAYER HINTS 
If you’ve got a good pitching staff, you may want to change pitchers every 
two or three innings to keep a fresh arm in the game. 

Where you hit the ball, and how hard, is determined by your timing in your 
swing as well as where the ball strikes the bat. Find the best position in the 
batter’s box for your own playing style, paying attention to the difference in 
positioning of left-handed and right-handed batters and pitchers. 

Just like in a real baseball swing, if you hit the ball in the middle of your 
swing you are likely to drive it into centerfield. If you swing early it will 
probably go to left if you are a righty or right if you are a lefty. If you swing 
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late, the opposite will happen. You might want to adjust your position in the 
batter’s box to compensate for your hitting and your opponent’s pitching 
styles. 

Remember to hold a runner near his base when you think a fly ball might 
be caught to avoid getting picked off. Use the B button and appropriate 
arrow key to hold the runner or return him to his rightful base. 


EAR 90 P2 YEAR 90 


SELECT YOUR TEAM 


AMERICAN NATIONAL 
EAST WE EAST WE 
CH 
MT 


B 
BO 


VOIZ VN 
XMAZOID =- 
OOrIOD V 
TODO- = 


PUSH B BUTTON TO SELECT YEAR 


In RBI Baseball 3 you are offered a selection of seasons as well as Major 
League teams. All squads include their 1990 statistics; here the New York Mets 
also offer their World Champion 1986 squad and the 1988 contenders. 


SUPER SECRETS 
There is a hidden Tengen All-Star team within RBI Baseball 2. Here are 
some passwords for games against Tengen: 


Boston JOOMB6AP California SUOMB6AP 
Cleveland VOOMB6AP Detroit ROOMB6AP 
Minnesota SIOMB6AP Oakland SEOMB6AP 
Seattle SAOMB6AP Toronto FOOMB6AP 


RBI Baseball 2 is © 1990 Atari Games. 1990 © Tengen. 


RBI Baseball 3 is © 1991 Atari Games. 1991 © Tengen. 


CLASSICS 


Arcade 


If you made it to the end of the original Adventure Island, you rescued 
Princess Leilani and all was well with the world. (We understand she’s 
running a pizza parlor in SoHo, New York, these days, with a steady clientele 
of green guys with hard shells, but that’s another story.) 

But did you give any thought to her lovely sister Tina? Of course not, 
which is why the Evil Witch Doctor has grabbed her. 

Our hero Master Higgins sets out in search of Tina working his way across 
eight islands populated with strange fruits, vegetables, birds, bugs, and 
animals. But if you think that is weird, wait till you see the transportation 
system: across the sands, under the water, above the clouds, down stairs on a 
skateboard, and bareback on a dinosaur. 

The original Adventure Island game was a success, but it was 
overshadowed by the mega-sales of the Super Mario Bros., Zelda and Link 
series. But if you like Mario, you’re sure to like Master Higgins: Adventure 
Island offers the same sort of silly challenge on a smaller scale. 
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Here on Lake Island, Higgins has come to an interesting-looking egg. Knock it 
to reveal a hatchet and pick it up. 


CONTROL PAD 

Arrows: 

Moves Master Higgins, or one of his dinosaur buddies, left or right. 

“A” BUTTON: 

Press to make Master Higgins, Red Camptosaurus, or Blue Camptosaurus 
jump. 

Press to make the Pteranodon fly. 

Press to make Master Higgins or the Elasmosaurus swim. 

“B” BUTTON: 

The all-purpose action button. You’ll first use it to make Master Higgins 
throw an axe. Other actions include: 

Speed Run. Press with an arrow key to boost the speed of Master Higgins, 
Red Camptosaurus, or Blue Camptosaurus. 

Speed Fly. Press with an arrow key to hurry along an airborne Pteranodon. 

Speed Swim. Makes the Elasmosaurus splash faster when pressed with an 
arrow key. 

Whip Tail. Press alone to activate a Blue Camptosaurus. 

Spit Fire. Press alone to activate a Red Camptosaurus. 

Drop Rocks. Press to make your Pteranodon act. 
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WORLDS, WEAPONS, and STRATEGIES 

There are eight islands between you and Princess Tina. Each world has from 

nine to fourteen different scenes; you won’t be bored. 

At the start of the game you are equipped with nothing but your wits, but 
you should very quickly locate eggs with a throwing axe and other special 
items. There are other secret eggs hidden in the game; see Power Player Hints 
for details. 

Level 1: Fern Island. Everything you need to play this game will be taught 
here in this lush green place. There are eight stages plus several bonus and 
secret rooms. Areas include: 

Volcano. Look for a key in the highlands for a free ride into the cloud world. 
There you will earn bonus fruit if you can jump successfully from pad to 
pad. 

Rain Forest. Look for Honey Girl in the second group of trees; she will 
bestow temporary invincibility. On the other side of the trees look for an 
egg that will allow you to warp directly to the next island. 

Underground Cavern. Here’s a place to catch a ride on the back of a Blue 
Camptosaurus. Whip his tail around with near abandon to uncover a 
hidden egg: see “I Always Wanted to Know” for details. 

Tropical Forest. The Red Camptosaurus will come in handy here, allowing 
you to walk through the lava without getting a hot foot. 

Forest. Look for the frog and avoid the eggplant in this relatively simple 
stage. 

Underwater Cave. The caverns here are filled with water, which presents a 
problem unless you have a spare Elasmosaurus floating around. 

Tropical Forest. This is a treacherous upward climb from platform to 
platform; watch out for the spikes on some of the landing places. 

Bottomless Cavern. The final challenge of the first island is hidden in the 
thick vegetation. 

Level 2: Lake Island. There’s a lake and a lagoon, each stocked with 
dangerous creatures like stinging jellyfish. Near the very start of the level 
you’ll see a bunch of birds fly by, with one much higher up than the 
others: go for that bird to grab a Red Camptosaurus. An Elasmosaurus will 
come in handy in swimming scenes. 

Level 3: Desert Island. This is no day at the beach: the coconuts aim at your 
head, the sand will drag you down if you stay in one place too long and 
rolling boulders can make you as flat as a blanket if you don’t avoid them. 

Level 4: Ice Island. The Blue Camptosaurus has a sturdy grip on the ice, and 
his whip tail will come in handy in this slippery world. Look for three 
fires in a row with a gap between the first and second; there’s a hidden 
egg above the gap that will lead to a fruit-full bonus stage up in the cold 
clouds. You'll find a few skateboards scattered about; you may want to 
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resist the urge to boogie on down, since you may find the boards 
impossible to control on the ice. 

Level 5: Cave Island. Be sure to save an Elasmosaurus for the lake scene at 
the end of this level. 

Level 6: Cloud Island. Once again, try to knock down the highest-flying 
bird in the early group to earn an assistant, in this case a Pteranodon. The 
same tip works near the end of the level to gain a Blue Camptosaurus. 

Level 7: Volcano Island. It’s not the lava and smoke that can do you in, it’s 
the annoying flies that live in the early stages. 

Level 8: Dinosaur Island. There’s a bit of everything here in the final 
challenge: you’ll start in the ice (watch out for the bouncing boulders); move 
on to a slippery cave (the Blue Camptosaurus will come in handy); swim 
through an underwater stage; go into the woods (axe those flower devils), 
and finally enter into a fight over bottomless chasms of lava and spikes. 


NUMBER OF LIVES 
Grab any fruits, meat, or milk you find along the way to help keep your 
energy level high. 


FRIENDS 

Blue Camptosaurus. Heart icon. He’ll whip his wicked tail to defeat 
enemies. He can’t swim, though. 

Red Camptosaurus. Spade icon. He spits fire, which is good; but remember 
that water puts out fire. Fire also does not work against other fire. 

Elasmosaurus. Diamond icon. Slow on land, he’s nearly a fish in the water. 

Pteranodon. Club (Clover) icon. A rare bird, you can fly over obstacles and 
drop rocks, but don’t go near that water! 


SPECIAL ITEMS 

Stone Axe. Your basic hand-to-hand weapon, good against most enemies, 
except stones and campfires. 

Skateboard. Quick, but difficult to control or stop. 

Flower. Grab one to double the points you will earn for each energy fruit you 
capture. 

Milk. Restores your energy level to its maximum level. 

Honey Girl. What a woman! She’ll make you feel invincible, for a while. 

Eggplant. One of our favorite foods, but nearly poisonous to Master Higgins. 


POWER PLAYER HINTS 
You have an unlimited number of projectiles for your various weapons, so 
keep firing as you move along. 
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Keep your ears open for an unusual sound; stop at that point and jump in 
the area to find a hidden egg that may take you to a bonus stage, warp zone, 
or a secret room. 

The game allows unlimited continues from the start of the island where 
you lost your life, although you will lose all of the special items you have 
collected to that point. In order to keep all of the items you have collected, 
you will have to locate the secret Hudson Bee hidden in one of the secret 
rooms early in the game; once you have the bee you can continue by holding 
down the Left arrow together with the Start button. 

At the start of the game, you can choose the island where you want to start 
by using the following code from the opening title screen: 

Right, Left, Right, Left, A, B, A, B. 

Move the cursor up and down using the arrow keys and press the A 
Button to select the island. You will not be able to move to upper worlds 
with any special items, so you may want to use this trick just to get a peek at 
the other levels. 


Higgins can try to time his jump to avoid the poisonous, bouncing jellyfish. Or, 
he can throw a hatchet at the fish and knock it out of the sky before he attempts 
a much less dangerous leap across. 
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I ALWAYS WANTED TO KNOW 
Where is this famous Hudson Bee that allows me to continue with all of my 
special items? 

It’s hidden, but you knew that, right? Whip your Blue Camptosaurus’ tail 
around in the latter half of the Underground Cavern portion of Fern Island. 
You'll find a hidden egg that will take you to a secret bonus room; there you 
will find the Hudson Bee. 


Adventure Island II is a trademark of Hudson Soft. © 1990. 


Maniac Mansion™ 


ULTIMATE SCORE: 25 


We’ve discovered the ultimate secret weapon: Crazed Teenagers! 

We guess we should have realized this from the name, but we found this 
house to be occupied by some very strange people. First of all, there is Dr. 
Fred, a mad doctor. He is assisted by Nurse Edna, who is a $3 bill all by 
herself. Then there is Weird Ed, a teenage commando with a thing about 
hamsters, and Dead Cousin Ted. 

Got that? Fred, Edna, Ed, and Ted. Oh, yes, mustn’t forget the Tentacle. 

Down in the basement of the mansion there is Sandy, a pretty young 
cheerleader, locked up and unhappily awaiting Dr. Fred’s experimentation. 
Only you can save her—we bet you guessed that already. You get to choose 
and then direct a team of three local teenagers; each of the seven you can 
select from has special skills, talents, and weaknesses. One of your team will 
always be Sandy’s loyal boyfriend Dave. 

The teenagers you choose, and how you handle them, will change the story 
dramatically. Think of the stories as multilayered puzzles and pay particular 
attention to the “cut-scenes” that are like mini-movies. 

Your purpose is to free Sandy; your means will be to explore every nook and 
cranny of the mansion, and we mean every one. Nothing should be left 
unexplored. You probably will want to make a map of the places you have been. 
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This game is somewhat unusual in its parentage, coming out of filmmaker 
George Lucas’ creative factory, LucasArts. This is obvious in the cinematic 
feel of the game and its construction. The game is pretty unique in the 
Nintendo world, with the closest equivalent probably A Boy & His Blob. The 
game itself was first released in a computer version. Jaleco. One player only. 


CHARACTERS 

Well, there are the lovebirds: Sandy and her boyfriend and would-be rescuer 

Dave. Dave will always be on the rescue team, but you get to select and use 

two other teenage commandos. Each of them offers different skills, and 

depending on how you progress through the game can help you succeed. 

Available team members are: 

Razor. She’s the punk rock leader of the band, “Razor and the Scumettes.” 
Her talent, such as it is, runs in musical circles. 

Bernard. Geek City here, he’s president of the Physics Club. He’s very good 
at fixing things. He’s the guy to use to operate strange equipment, too. 

Syd. He’d have a hit record, if only he had a band, and a song. Like Razor, 
he’s good with music. 

Wendy. A bookish lass, she’s waiting for her first big break as a novelist. 

Jeff. Cowabunga, dude. Surf’s up somewhere, we’re sure. Somewhere along 
the way he learned how to fix the telephone. 

Michael. Ace photographer for the college newspaper. That means he can 
develop film.... 


THE SCREEN DISPLAY 

There are three important parts to the screen display: 

Message Line. At the very top of the screen you will see the words spoken to 
or by your character. You will also be able to read messages from the 
system here. 

Animation Window. Here is where the story will unfold. 

Sentence Line. Here you will construct the sentences that tell the characters to 
perform certain acts. The most important part of the sentence is the verb, 
and you will see a display of available verbs. To select a verb, bring the 
cursor over the one you want to use and press the A button. The verbs are: 
Push Open Get New Kid 
Pull Close Use Turn On 
Give Go To Read Turn Off 
The three most common verbs—Get, Open, and Use—are immediately 

available by pressing the Select button. To select a Noun, move the cursor 

over an object you can see in the Animation Window and press the A button. 

You can also select an item from your inventory by moving the cursor to the 
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word and pressing the A button. 

Below the verbs is the Inventory section. At the start of the game, the only 
item the team members will have is their CD Player; as the player’s pick up 
items, they will be added to their individual inventories. 


ISSUING A COMMAND 

Select a verb and lock it in with the A button. Select an object or noun and 
lock that in with the A button. Now read the sentence at the top of the screen 
to make sure the instruction is correct. 

Most objects in the mansion—and every one that is usable—have names. 

To move your character around, you can use the arrow key and place it on 
the Animation Window. Press the A button to complete the command. 

Your very first challenge will be to get into the locked front door of the 
mansion. But, of course, like any self-respecting house of horrors, the key is 
hidden out front under the front door mat. Go To Door Mat and then Push 
Door Mat to reveal the key; Use Key in Door to enter. 


If you owned this big old mansion, where would you hide the key? Under the 
door mat, of course. Get the key, take it to the door, and you’re in! 
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CUT-SCENES 

From time to time the action will stop and you will be able to see a short 
scene from a movie. Study the action and read the information carefully for 
clues. If you want to skip over a cut scene, press the B button to “fast 
forward” through it. 


SAVE SCREEN 

Press the Start button to display the Save Screen. Here you will have four 

choices: 

Back to the Mansion. Select with the onscreen cursor to resume play. 

Save Game. Records your current game status. 

Restore Saved Game. Puts you back in the game at the last point you saved 
it. See Power Player Hints. 

New Game. Clears the memory for a fresh start. 


I ALWAYS WANTED TO KNOW 
How about walking me through the first few rooms of the house so that I can 
get an idea how to play this game? A great idea. Wish we had thought of it. 

Okay, so you’ve gotten past the front door, right? (Issue the command “Go 
To Door Mat,” and then “Push Door Mat.” Use the key in the door and 
enter.) 

See the handsome spiral staircase. Do you wonder what is behind the two 
closed doors on either side? You should. They are, though, locked. 

You'll need to find the hidden release mechanism, which happens to be 
hidden under the gargoyle to the right. Go to it and push it to see what 
happens. 

The door opens, just like we said, but there is no way that you can dash 
from the gargoyle to the door before it slams shut again. The trick is to bring 
in a friend. Position him or her in front of the door and then switch back to 
the player at the gargoyle. Push the lever and quickly switch to the guy at the 
door and go through. (Remember this trick, it will work elsewhere, too.) 

What? It’s dark inside? Well, turn on the lights. The lights—not the 
nuclear reactor. Go past the reactor and grab the silver key by the fuse box 
while you’re there. 

What's the purpose of the CD Player each of the kids carries? Music. 
Each teenager has his or her own theme music, and the tune will play 
whenever they are in a scene. To stop the music, you’ll have to Turn Off CD 
for all three players. 

How do I get out of the dungeon? This whole game is full of loose screws, 
so it should come as no surprise to learn that there are some loose bricks, too. 

How do I get into the basement? Why would you want to do that? It’s 
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creepy down there. Oh, you want to rescue Sandy? Okay: see that gargoyle- 
shaped decoration on the post at the right side of the grand stairway on the 
ground floor? Have one of your characters give it a pull while the other goes 
through the door that will open. 

What does it mean when the doorbell rings? When I go down to the door, 
there’s no one there. The doorbell—the door, actually—plays a very 
important role in Maniac Mansion. First of all, you use the door to get into 
the mansion... but you knew that. 

If the doorbell rings while you are in the house, it means that the mailman 
has left a package for Weird Ed at the mailbox. You have to get to it before 
the weird one does. Save the stamps; they’re sure to come in handy. And Ed 
will be very grateful if you deliver the package to him inside. 

You can use the doorbell for another purpose. Send one of your characters 
to the buzzer to lure Weird Ed out of his bedroom. Then sneak inside and loot 
his room! 

Tell me about the care and feeding of a Green Tentacle. Upstairs on the 
third level you’ll meet Green Tentacle, and he, she, or it is hungry. “Feed Me 
and You Can Pass,” it will say. 


The trick to opening the door in the hallway is to push the right gargoyle on the 
stairs; station another member of your party to dive through the opening. 
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What would you feed a temperamental tentacle? How about a nice bowl of 
wax fruit—you’ll find one in the Art Room, which is located behind the door 
to the left of the steel security door. 

But to really feed the Green Tentacle’s soul, you really should do 
something to help he, she, or it fulfill its dream of becoming the first alien 
rock star. Actually, come to think of it, there have been dozens of alien rock 
stars, but most claimed to be human. Well, that really doesn’t matter. 

You’ll find a tape cassette hidden behind a panel in the library. Have 
Razor record a tape on the piano and then trade it for the tentacle’s demo tape 
and then send it to the television station. 

How do I get out of the dank dungeon? I can't find a door. You don’t 
suppose there might be a secret release mechanism, like maybe a loose brick 
that you could push? 

Move the onscreen arrow back and forth and up and down until you find 
the brick. Unfortunately, you’ve got the same problem here that you faced 
with the gargoyle release in the upper level: the trick again is to move another 
captured member of your party near the exit door when the brick is pushed. 
Quickly change players to the guy at the door and issue the “Go to the Door” 
command and dash through it before it closes. 

How do I open the inner door of the laboratory? If you do not fix the 
wiring in the attic, the safe combination will remain at 0000. 


SUPER SECRET! 
Look up! You may find something—like maybe a key—in one of the light 
fixtures. 

You probably won’t want to go for a swim in that lovely swimming pool; 
it’s radioactive. (We bet you were wondering where they stored the leftover 
nuclear power rods, right?) There are some things (a glowing key and a 
radio) you want to get from the bottom, though: maybe you can find the room 
underneath with the valve to drain it. While you are down there, turn off the 
electricity and fix the wires; now you will be able to play Meteor Mess in the 
video arcade room. 

The water has its uses, too. Give some radioactive water to the plant—it will 
help it grow to like you. And then while you’re near the plant, try using some 
paint remover on the paint blotch to the right side: A door will appear! There’s 
also a hatch at the top of the room if you can find a way to climb up there. 

We’re not all that certain how valuable this is, but here’s a way to make 
Dave invisible but still able to help. The first step is to have Syd or Razor put 
Weird Ed’s hamster in the microwave. Then instruct Dave to get the cooked 
rodent out of the oven and give it back to Ed. Where’s Dave? 
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It’s awfully dark down in the basement; grope around (using the arrow keys) 
until you come to the light switch and tum on the power. 


POWER PLAYER HINTS 
Probably the best overall strategy is to split up your characters. Don’t bring 
all of them into the mansion at the same time; leave at least one team member 
outside for rescue missions. 

Be sure to grab the flashlight you will find in the kitchen. 

Don’t leave your players standing around in the hallways; you’ll never 
know who or what will drop by. 

You’re going to want to search Weird Ed’s room, but he may not want to 
leave it when you want. Try distracting him by having a team member ring 
the doorbell. 

Scan a new room quickly using the “What is” command and the arrow 
keys. This works in dark rooms, too. 

When the postman leaves a package at the mailbox, go and get it quickly. 
The package—and what is in it—will come in handy in the game. And in any 
case, you don’t want Weird Ed laying his icky hands on it. 

There are multiple ways to get to the same goal in the game, although most 
of the puzzles in the game will have to be solved in a particular order. 

Be sure to save your current status in the game regularly. If you are about 
to enter an area where you think you stand a good chance of losing your 
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character’s life, the best bet is to go to the Save Screen and enter the current 
status into memory and resume play. If your worst fears are true, you can 
always come back to the spot you were in before misfortune befell you. 

The tools you'll find in the abandoned Edsel in the garage will be very 
useful when it comes to fixing phones or repairing electrical wiring. And 
when you finally get the Meteor, put it in the trunk to give it a ride. 

Having trouble pulling your weight? Work out for a while on the Hunk-O- 
Matic exercise machine in Ted’s Room to build up your muscles. 

Use the telescope to read the combination to Edna’s wall safe. 

A radio offers a bit of entertainment, but it serves no useful purpose. But you 
can take out the batteries from inside and use them to make the flashlight 
work... 

Down in the kitchen, you should load up on Pepsi and cheese. They’re 
Ed’s favorite food. 


Maniac Mansion is a trademark of LucasAns Entertainment Company. Game pak © 1990 
LucasArts Entertainment Company. 


Skate or Die 2: The Search for Double Trouble™ 


This game is radical, dude. You’ll know that right from the very start when 
the computerized voice inside the cartridge does a Max Headroom imitation: 
“Skate. Skate or Die. Die. Die. Die.” 

This cartridge includes the clearest collection of audio phrases we have yet 
seen in an Nintendo cartridge. Your main man Rodney will advise you to 
“Skate Straight.” Lester will tell you, “No way, dude.” And we were happy to 
hear the return of a good old term that over the years has gone from surfer 
lingo to hippie talk and then back to skateboarding, “Groovy!” 

The graphics are groovy, too. They are very detailed, kind of like the 
scenes in “Teenage Mutant Ninja Turtles.” 

There’s a story line, too. At the start of the game, you are a happy-go- 
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lucky surfboarder, but you manage to royally tick off the mayor’s rotund 
wife, which means that the mayor himself is none-too-pleased with you. 
Hizzoner tears up your favorite half-pipe playground. So in the second stage, 
you and your gnarly friends take jobs (is nothing sacred!) as delivery people. 
Of course, you use your skateboards as means of transport. Electronic Arts. 
1 Player only. 


CHARACTERS 
You and your board, dude. 


CONTROL PAD 

The various challenges in the game require different moves, and change 

depending on the direction you are moving. 

Arrows: 

Moving from left to right, use the right arrow to speed up and the left arrow 
to slow down. 

Moving from right to left, use the left arrow to speed up and the right arrow 
to speed up. 

In either direction, use the up arrow to move up or in, and the down arrow to 
move down or out. 

“A” BUTTON: 

Press to jump. To go up curbs and steps while moving, press the A button 
and the up arrow at the same time. 

“B” BUTTON: 

Firing Your Weapon. Press, together with the arrow for the direction you 
are facing, to fire your main weapon. Let’s put it another way: If you are 
moving to the right and want to fire to the right, press the B button and the 
right arrow; to fire to the left, you have to be moving to the left and press 
the B button and the left arrow. 

Doing a Move. You start out the game with three special moves: 1: Eggs, 2: 
Paint and 3: Duck. You will be able to program special moves into your 
Rad Pack later. To perform the assigned moves, hold down the 
appropriate arrow key and press the B button at the same time, as follows: 

When moving to the left 


Move 1: Up Arrow. Move 2: Right Arrow. 
Move 3: Down Arrow. 

When moving to the right 
Move 1: Up Arrow. Move 2: Left Arrow. 


Move 3: Down Arrow. 
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SPECIAL ITEMS 

As you travel around the city, you will find many special items hidden here 
and there. Look for and collect the following: 

Cassette Tapes. Can’t have enough tunes, can you? 

Tacos. Can’t get enough grub, either, right? 

CDs. An alternate form of music. 

Chili Fries. And an alternate form of deep-fried grease. Yum! 


FRIENDS 

Your two main friends in this game are Rodney—owner of the best (and 
only) skate shop in Elwood—and his bodacious son Lester. Rodney will 
introduce you to the rules of the game at the start and one or the other of the 
two guys will pop up from time to time with suggestions. They’ll also offer to 
trade you tricks and boards in exchange for some of the food or tunes you 
have collected. 


Here’s where the adventure begins in this beautifully drawn skating adventure. 
Note the open manhole to the sewer as well as the open doorways marked with 
arrows. Avoid the other skaters as well as street critters, but keep your eyes 
open for Lester or Rodney with upgrades. 
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THE RAD PACK 

Also known as your bag of tricks, your Rad Pack is where you will store 

extra boards, tunes, munchies, cool moves, and other goodies you have 

collected in the game. Press the Select button to examine the contents of your 

bag. From the screen, you can use the up or down arrows to highlight options, 

and the left or right arrows to change settings. 
At the bottom of the screen, you can see information including your next 

destination and whether you have a building permit (necessary for Level 4). 
Available settings are: 

Tricks. Here you can choose different Special Moves. 

Board. You can change boards if you have others in your bag. 
Once you give up your Pokey or Slipstream board, though, they will be 

gone forever. Here are the available boards: 

Pokey. The very slow model with which you start the game. 

Slipstream. Better. 

The Rocket. Much better. 

Hangtime. Not much speed, but super jumping ability. 

Afterburner. Super speed, but so-so jumping. 

Weapon. You may switch your main weapon. 

Tunes ‘n Munchies. Your accounting of goodies you have to swap with 
Rodney and Lester. 

Ammo. An indicator of how much ammunition you have available. Paint is 
counted in clips of 16 shots, while eggs and M-80s (firecrackers) are 
counted individually. 


SPECIAL MOVES 

180° Kickturn. A quick turnaround back the way you came. 
Skid Stop. Putting on the brakes. 

Duck Shoot. Duck down and shoot at the same moment. 
180° Ollie. Jump and turn. 

720° Kickturn. Spin around twice like a tomado; a useful 
offensive weapon against bad guys. 

Brick Wall Stop. An even faster stop. 

Tail Bump. Sends projectiles away from you. 


NUMBER OF LEVELS 

There are four levels of the game that lead up to the final Double Trouble 

half-pipe competition. The levels are: 

Level 1: Mad Dogs in the Streets. For some reason, the mayor’s wife has 
declared war on skateboarders. You can’t avoid her forever if you want to 
get to the upper levels, so check out the warehouses—but be sure to load 
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up on weapons first. Nasty characters you will meet include Ravenous 
Pitbulls, Obnoxious Skaters, Punching Gators, and Sewer Rats. 


It’s all happening at the mall: little old ladies with packages, faster-moving 
young shoppers, and Officer Renckley who doesn’t like your style. You must 
deliver your package within the time shown on the lower clock at top left. 


Level 2: Money in the Mall. The mayor has wreaked his vengeance by 
tearing down the ramp, but you and your buddies decide to put aside all of 
your most cherished beliefs and get jobs to earn money to build your own. 
The job you get, of course, counts on your speed as a skateboarder to 
deliver packages in the mall. Watch out for the zombie shoppers, and 
mean Officer Renckley and don’t be late more than four times. 

Level 3: Blowin’ Along the Boardwalk. Rodney’s plans for the new ramp 
get blown out the window and onto the boardwalk, heading for the surf. 
You’ve got to collect all 16 pages. Watch out for the Crunchy Crabs 
(stomp ‘em) and the Mad Gulls. 

Level 4: Rooftop Mania. Now the building permit has been snatched. 
Icepick has grabbed it, along with your girlfriend C.J. (We knew there had 
to be a kidnapped princess in here somewhere.) You’ve got to avoid 
Icepick’s gang, grab the permit, and get back to the warehouse to save C.J. 

The Double Trouble Competition is the capstone to the game. (See Power 
Zooming for a way to jump directly to the pipe if you don’t want to play 
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the entire game.) To increase your speed, press the “A” or “B” Button as 
your skater enters the “pump” zone, which is where the ramp first starts to 
curve upward. Pay attention to the speed indicator onscreen to see which 
moves you are capable of accomplishing. You will score points for special 
moves you can perform at the lips of either of the two ramps, or in the 
center of the ramp. Moves include: 

OFF THE LIP MOVES 

Speed 1: 

Rock & Roll. Press the A button and the left or right arrow as you 
enter the trick zone at the top of the ramp. 

Kick Turn. Press the B button and the left or right arrow in the trick 
zone. 

Speeds 2-3: 

50/50 Axle Grind. Press the A button and the left arrow. After you’ve 
done the trick, press the “A” or “B” buttons to come out of the move. 

Hand Plant Invert. Press the A button and the right arrow. After 
you’ve done the trick, press the “A” or “B” buttons to come down. 

Foot Plant. Press the B button and the left arrow. You will come down 
automatically. 

Railslide. Press the B button and the right arrow. Press the “A” or “B” 
buttons to come down. 

Speeds 4-5: 

Airwalk. Press the A button and the left arrow. 

McTwist. Press the A button and the right arrow. 

Judo Air. Press the B button and the left arrow. 

Finger Flip. Press the B button and the right arrow. 

AIRBORNE MOVES 
All Speeds: 

Ollie Air. Press the A button when you are in the trick zone and then 
the left or right arrow to rotate. Press the “A” or “B” button to stop 
rotation. 

Aerial Air. Same as above, using the B button in the trick zone. 

Speeds 2-5: 

Rocket Air. Press left arrow when you are in the trick zone, and once 
airborne press the “A” or “B” button to come out of the move. 

Tail Lean. Press right arrow when you are in the trick zone, and once 
airborne press the “A” or “B” buttons to stop. 

SPECIAL CENTER RAMP MOVES 
Speeds 3-5: 

Loop. Hold down the A button and press the left or right arrow while 
in the trick zone. Press the “A” or “B” button to stop rotation. 

Tip Over. Press the B button and the left or right arrow while in the 
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trick zone. Press the “A” or “B” button to stop rotation. 

In the Double Trouble competition you will earn points for each trick 
completed, as well as time bonuses for seconds remaining on the clock 
and board bonuses for extra boards still left. 


NUMBER OF LIVES 
You start out with 16 life points, losing them when you fall off your board or 
suffer some other indignity including losing arguments with rats and dogs or 
being hit by a weapon. 


POWER ZOOMING 
To jump directly from the opening level and skip over Levels 1-4 and go 
straight to the Double Trouble competition, hold down the B button and press 
Start from the opening screen. 

Once you are into Levels 2-4, you will be able to continue your game. You 
will be given a full set of life points, but your weapon store will be reset to 
just three each of paint clips, eggs, and M-80s. 


I ALWAYS WANTED TO KNOW 

How do I blow past Hizzoner’s Battleaxe? You mean Mrs. Mayor? Okay, 
listen up: The first skill to master is to learn to jump off the edge of the 
platform carefully and come to a complete stop before you run into one of the 
side walls. Then position yourself beyond the range of her rolling pin but 
close enough so that your M-80s will ring her chimes several times. Paint 
works well, too. 

I keep getting lost in the mall. Don’t they have those little maps 
somewhere? No, they don’t. But we’ve written down the names of the stores 
for you. Here is the layout of the mall, from left to right. You might want to 
draw a little map to help you quickly find your next goal. 

FLOOR 1: B. Wallton Bookseller; Joe’s Formal Wear; Minnie Shoes; 
Margestrom; Stiller’s Outpost; Weremouse Records; Rhinestone Jewelers; 
Floorshine Shoes; Royandale Cinemas; Pathos Fashions, and 1 Minute Photo. 

FLOOR 2: Tall Stout and Deformed Clothes; Pricey Gifts; Williams Nut 
House; Kafka’s Candies; The Taco Pit; Royandale Pet Center; Pup’s-on-a- 
Pike; Cafe Skarfe; Frisky Yogurt; Pizza-by-the-Ton; Healthy Nutritious Food 
(Out of Business); Salon D’Albino; Wumpus World, and Just Lids. 


POWER PLAYER HINTS 

You can intentionally run into the security guard to move quickly from one 
end of the mall to another; it will work some times, but it is not always 
predictable. 
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Pay attention to the speed indicator onscreen to see which moves you are 
capable of accomplishing. 


Avoid the lobster on the boardwalk and don’t become too distracted by the 
lovely lady in the tight shorts; you’ve got to pick up the pieces of the plan 
scattered by the wind. 


SUPER SECRET 

We don’t often advise you to break the rules, but all is fair in this skating war 
against the mayor and his wife. In the Shopping Mall where you are trying to 
earn money as a delivery boy, you will be given a series of assignments. 
They will tell you where to take packages; you can follow the instructions 
and earn a few coins, or you can disobey some of them and pick up some 
super bonuses. 

Follow all of the instructions for the even-numbered deliveries—2, 4, 6, 8, 
10, and 12. Try disregarding the instructions for the odd-numbered deliveries, 
and instead take the packages as follows: 

Ist. Joe’s Formal 7th.  Kafka’s Candies 

3rd. Rhinestone 9th. Stiller’s Outpost 

Sth. Wumpus World 11th. Pathos Fashions 

Here’s a passport to unlimited skateboards on the ramp. Position yourself 
at the top of the ramp and go as far back as you can, next to the railing. Do 
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nothing; stand there and wait until the character scratches his head. Now 
press Start twice, and Select once. You’ll hear a strange tone and then you 
will be able to go on with this part of the game, equipped with an unlimited 
number of boards for the three minutes of competition. In addition to the 
points you will rack up for your performance, you will also receive a 10,000- 
point bonus at the end because you will have completed the event with all 
three of your boards still available. 

And how about a secret stage select? You’ll need to have two controllers 
plugged into the control deck; this trick will only work from an action screen. 
On Controller 2, press the following buttons one at a time: Start, A, Select 
and B. Then press, on Controller 2, the right arrow to warp to the mall, the 
left arrow to warp to the beach, and the up arrow to warp to the factory. 

If you do warp, it would be better to do so after you have built up your 
skater with a better board and some goodies. 


Skate or Die 2 is a registered trademark of Electronic Arts. © 1990 Electronic Arts. 


Super C™ 
GRAPHICS: 8 RESPONSE: 8 
FUN: T ULTIMATE SCORE: 23 


He’s back! The strange mixture of jungle warfare, high-tech weaponry, and 
aliens that propelled Contra to the top of the charts is here again in Super C 
as Mad Dog and Scorpion, two of Earth’s most capable guerrilla warriors are 
back fighting against their worst enemy, Red Falcon, and his army of 
intergalactic criminals. 

Super C is one of the fastest-paced Nintendo game cartridges around and 
not surprisingly, one of the more difficult. The key to success for this game is 
speed. Whatever you do, don’t stop firing your weapon. The enemy is 
everywhere. In the two-player game, both can fight together. Konami. 1 or 2 
players. 
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CHARACTERS 

You are Sgt. Bill Ko (codenamed Mad Dog); player 2 will be Corporal Lance 
(also known as Scorpion). Together or alone, you’ll set out once again in 
mortal combat against Red Falcon. 


There’s no time of place to rest in Super C. You must master the art of shooting 
on the angle and even straight up in the air to knock down snipers and bag 
overflying special items. 


CONTROL PAD 

Arrows: 

Moves left or right on the screen. Press the down arrow to make your 
character lie down. 

“A” BUTTON: 

Jumps in the direction indicated by the arrow key. For example, to jump to 
the right, press the right arrow key together with the A button. To shoot in 
the upper-left direction, hold down the arrow key in that direction and 
press the A button. 

“B” BUTTON: 

Shoots in the direction indicated by the arrow key and the movement of the 
player. For example, to shoot to the left, hold the left arrow and press the 
B button. 
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WORLDS and STRATEGIES 

There are eight treacherous levels in the game: 

Stage 1: Gates of Fort Fire Storm. Beware the alien in Sergeant’s clothing. 

Stage 2: Fort Fire Storm Command Center. The key to this level is to 
concentrate on getting past the big guns. You don’t necessarily have to 
destroy them, either. Try to time your run for the few seconds when the 
gun turret has swung away from you. Stay toward the bottom of the 
screen, 

Stage 3: Tropics of Torture. Watch for the Babalu Destructoid Mechanism. 
From the ground will come deadly mortar cannon weapons which you 
must destroy or avoid. Try standing to the far left of the screen just out of 
range and keep firing. The pretty green jungle is boobytrapped, too. When 
in the water, you can avoid enemy fire by holding your breath and going 
under water. As with many of the enemies in this game, sometimes the 
best way to defeat a challenger is to avoid it. Try jumping on top of 
Babalu. 

Stage 4: Lair of the Jungle Aliens. The Inner Base includes a deadly Laser 
Shower. The trick to defeating it is to carve out a safe space in the middle 
of the showerhead with your Spreader weapon and then take out the sides. 

Stage 5: Massacre Mountains. Home of the Krypto-Crustacean. 
Concentrate at first on the skulls and then go for the Skull Dropper itself, 
using the blinking eye as target. 

Stage 6: Jagger Froid’s Fruit-of-the-Doom Defense Line. Duck! It’s Lip- 
O-Suction! You'll start with a passage up the gullet of a strange-living 
creature. Midway up you will run into a series of Big Mouths with gaping 
maws; don’t shoot them—they multiply when hit. Avoid them instead and 
concentrate on destroying the smaller and more dangerous pests. Way up 
at the top of the stage you will meet a stupendous snake circling in front of 
an awesome alien. Concentrate on the snake first and then aim for the 
alien’s head; but don’t let the red mites come in for the kill while your 
attention is elsewhere. 

Stage 7: Radioactive Lava Fields. Home of the Temple of Terror, the 
Headquarters of the enemy. One of the most fearsome enemies here is the 
Purple Pulper, a deceivingly dangerous foe. It moves slowly but surely, 
firing flaming spores. The trick is to keep shooting as you move 
backward, always out of range. The Alien Giant at the Temple is a tough 
foe, but his defenses leave a vulnerable spot on his chest. Avoid the spiked 
balls he will throw and use the Spreader; there’s one in the capsule to the 
right just as you fall out of the bubble tunnel. 

Stage 8: Red Falcon’s Poison Palace. Here you’ll meet Jagger Froid’s Spit 
Soldier and then the Falcon itself. You’ll use all of the skills you learned 
in earlier parts of the game; the Spreader once again will be your best 
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friend. 


SECRET WEAPONS 
You’ll start the game armed only with a rifle, which will not be nearly 
enough firepower. But if you can find the time to shoot the bouncing Power- 
Up Capsules (they look remarkably like footballs) or the Pill Box Sensors 
they will turn into Hawks. Grab the Hawk with your player and you will 
improve your weaponry. Most of the Hawks are marked with letters 
indicating the power they bring: 

M. Improves your rifle to a Machine Gun. 

S. The Spread Gun sprays bullets in five directions. 

L. A Laser weapon. 

F. F is for Flame Thrower: release the arrow keys and press the B 

button to make toast. 

R. Rapid Fire. 

B. The Barrier will make you invincible for a short period of time. 
Mega Shell. This weapon, not identified on the screen, will destroy all 

enemies present. 


The grass is alive in the jungle, as a sniper post pops up from the sod. Make 
notes on where the hidden threats are—they will always appear in the same 
place. 
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SUPER SECRET! 
_ This is not an easy game, even with 10 lives to start. What? Ten lives? How? 

At the title screen, press the following keys: right, left, down, up, A, B, and 
then Start. Even better, you will have 10 men in every continued game, too. 

If you are in a two-player game, press Select. 

To try out the various sounds of the game, do the following: At the title 
screen (after the word “Super” comes together from both sides) press and 
hold A and B buttons and then press the Start button. 

And here’s an unofficial way to continue that game, carrying over your 
previous score and three new men. From the Game Over screen, press A, B, 
and then Start. 


POWER PLAYER HINTS 
Use a joystick with a turbofire feature. If you’re not opposed to a little bit of 
cheating, try a joystick with a “slowdown” switch, too. 

And your chances of success are more than doubled if you have a friend 
playing alongside. 

Jump up into the air and curl yourself into a ball to avoid some of the 
enemy’s fire; it won’t make you invulnerable, but it will make you a smaller 
target. And, you can continue firing while you’re all balled up. Think about it. 

Watch out for soldiers firing at you from above; aim your weapon up to 
take them down. 

Remember where the enemies hide, because they always use the same 
hiding places in every game. 

Look over your shoulder: an enemy may be gaining on you while your 
attention is directed to the front. There are times when you will need to 
alternate your fire in two directions; these are very valuable moments to have 
a partner in the game. Be fast with your trigger finger. Don’t think you can 
outrun the enemy, because most of the time you can’t! 

In Stage Three, shoot up into the trees to destroy the mortar shells before 
they land on your head. 

Also in Stage Three, take care in the earthquake zone. You don’t want to 
step on an unstable section. Jump from a safe area into a new area and then 
quickly jump back to the safe place; you can watch to see the reaction of the 
land where you landed briefly before you go on. 

In Stage Four, the cannons have only a limited number of bubbles. You 
can wait them out before proceeding. 

When you make it to Stage Seven, you can defeat the fungus by kneeling 
down to get out of its line of fire; shoot for its head. 


Super C is a trademark of Konami, Inc. © 1990 Konami, Inc. 


sarees 
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Gremlins 2 The New Batch™ 


7 RESPONSE: 
8 ULTIMATE SCORE 


It’s a difficult life for a little Mogwai: There are creatures to battle, chasms to 
jump, and floors that revolve in the wrong direction—toward disaster. 
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Okay, let’s go over the rules for any of you out there who don’t know the 
tules for the care, feeding, and avoidance of pain for Mogwai owners: 

Never expose a Mogwai to bright light; 

Don’t let him get wet; and 

Never, ever feed him after midnight. 

Other than that, go forth and multiply your point score in this cute and 
colorful game that does a remarkably good job of capturing the giddy terror 
of the film on which it’s based. 

You are Gizmo the friendly Mogwai, and your simple task is to rescue the 
planet from the new batch of beasts let loose in a genetics experiment gone 
wrong. Sunsoft. One player only. 


CONTROL PAD 

Arrows: 

Moves Gizmo up, down, left, or right or on the diagonals. Gizmo can also 
jump diagonally when an arrow button is pressed together with the A 
button. 

“A” BUTTON: 

Press to jump. 

“B” BUTTON: 

Press to attack. 

Start Button: 

Press to pause and display the menu screen. 


WORLDS, WEAPONS, and STRATEGIES 

There are five scenes to the game, each made up or one or two substages and 

then a boss stage. 

You will start the game armed only with a genetically altered Tomato, 
which Gizmo can throw at his enemies. It cannot be powered up. When you 
complete each stage, you will be awarded a special weapon; visit the shops to 
power up each one to improve its value. 

Stage 1: Gizmo Escapes. Gizmo has broken out of the genetics lab and is 
heading for Billy’s office; unfortunately, all of the other creatures have 
also escaped from their cages and will try to stop him. There are two 
substages, but no boss challenge. 

At the start of the game, go up as far as you can (watch out for the giant 
killer tomatoes) and then head left and up to find Mr. Wing’s first shop. 
Head straight down from the shop and move against the wall to find a 
flashlight. 

The special weapon you will earn at the end of the stage is a Match, 
which can be tossed at an enemy. Power it up to fire in three directions. 
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Stage 2: Gizmo Meets the Gremlins. Gizmo is trapped by Mohawk and 
other Mogwais in the air ducts; when he escapes, he will fight his way 
through the basement. There are two substages, and the boss is the 
Gremlin Mohawk. 

In Stage 2-1, you will discover motion-activated bombs that will move 
toward you when you go by. They’re not that smart, though. If you step 
aside or away from them, they’Il pass you by. 

In the office, Gizmo will gain a Paper Clip, which he can throw at 
enemies. Powered up, it can work in three directions at once. 

Stage 3: Clamp Centre. The television studio is within an office maze, with 
two substages. Boss is Electric Gremlin. 

Most of the convenient conveyor belts have one little problem: they 
nearly all run the wrong way. If you stand still, they will carry you to 
misfortune; bounce off them and move on quickly. 

The special weapon is a Bow and Arrow, made from a paper clip, 
rubber band, and pencil. Power it up to fire five arrows at once. 

Stage 4: Inside the Genetics Lab. Boss is Mohawk Gremlin again, now 
armed with a machine gun. 

When you meet the Mad Hat Gremlin, watch out for his chapeau. 
Shoot him just before or just after he throws a hat. 

The weapon won here, the most powerful of the game, is a flaming 
arrow. 

Stage 5: Inside the Control Center. The final battle brings back all of the 
bad guys. This stage is shaped like a large letter “G” and you will work 
your way from inside the curl to the top. The boss is Mohawk, now 
mutated into a spider creature. 


ENERGY LEVEL 

Gizmo will start the game with three hearts, and will lose one every second 
time he is touched by an enemy or is otherwise damaged. As many as four 
hearts can be displayed. 


SPECIAL ITEMS 

When you defeat some enemies, you will gain special items including: 
Crystal Balls. Trade them for the goodies at Mr. Wing’s Shop. 
Flashbulb. A one-time destroyer of all enemies on the screen. 

Pogo Stick. Gives Gizmo temporary invincibility. 

Time Stopper. Freezes all enemies on screen for a short period of time. 
Take your Crystal Balls to Mr. Wing’s Shop to trade them for: 
Balloons. Helps Gizmo float over holes in the ground. 

Life. Restores lost life points. 
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Power Pak. Powers up weapons. 


I ALWAYS WANTED TO KNOW à 

Help! Can't you let me get a peek at some of the upper levels? Okay, but 
promise us you won’t claim to have beaten the game if you start in 5-1. Here 
are the codes: 


Stage 1-2:BVKF Stage 2-1:DXNH 

Stage 2-2:CGMW Stage 3-1:NJTD 

Stage 3-2:ZFPJ Stage 4-1:SHMC 

Stage 4-2: VLBB Stage 5-1:NXRD 
POWER PLAYER HINTS 


Important skills in this game include the diagonal jump, the diagonal shot, 
and the jump shot. Here’s a warning about the jump shot, though: whenever 
you shoot while in midair, Gizmo will drop straight down. So, it’s probably 
not wise to make a jump shot while flying over a pit. 

You are only allowed to go to Mr. Wing’s shop once in each level. And 
once there, you can only make a single purchase. So your shopping list 
should be prepared carefully. In the first shop you’ll find a 1-Up (an extra 
life), a Balloon (to keep from falling into a pit), and a Medicine Bottle (to add 
an extra heart to Gizmo’s strength). 

The worst part of Stage 1-2 probably are the mutant spiders. Just when you 
think you have defeated one, it will split into two; each will have to be 
destroyed. 

The killer tomatoes are dangerous, but they have a flaw: they usually move 
in a straight direction and don’t alter course. You should be able to duck out 
of their way in a nook or cranny. 


Gremlins 2 The New Batch is a trademark of Wamer Bros., Inc. © 1990. Game pak © 1990 Sun 
Corporation of America. 
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Who Framed Roger Rabbit™ 


8 RESPONS: 
8 ULTIMATE SCOR! 


GRAPHICS: 
FU! 


Oh poor Roger! He’s such a nice guy, but he keeps getting into trouble. He’s 
accused of murdering one of Hollywood’s top “Toon” stars, the same man 
who was seen just 24 hours before, playing “pattycake” with Roger’s wife, 
Jessica. So who does he turn to for help? None other than Eddie Valiant, a 
rough, tough private eye with a chip on his shoulder. 

Here’s your chance to take controller in hand and jump right into the story 
line of the clever movie hit of the same name. In fact, if you haven’t seen the 
movie you may miss the whole point of this game. That is, if there is a point 
to the story of a cartoon rabbit being defended against a bum murder rap by a 
human detective who rides in cartoon cars. 

The game is described as an “action/adventure/detective game” and that’s 
about right, although you’ll quickly discover that something is just a little bit 
wrong in this strange world of real people and real cartoon characters. The 
game is set in Los Angeles in 1942, with four sections and numerous rooms, 
buildings and outdoor location. Your goal is to stop Judge Doom before he 
can “dip” Roger and Jessica. 

Eddie and Roger start out together, but Roger is in constant danger of 
being rabbit-napped by a pursuing gang of nasty weasels. When that happens, 
you’ ll have the chance to rescue him if you can come up with the punch line 
to one of the weasels’ bad jokes in a hurry. Before you can challenge the 
judge, you must find the four pieces of the will and collect the weapons 
needed to defeat Doom and his gang. You’ve got to stop the people in the 
street and ask them questions; sometimes a little slap in the face will wake 
them up. 

While Eddie stops to investigate, Roger paces back and forth or otherwise 
gets in the way. 

The game has two different points of view, an overhead map screen and a 
close-up side view. Parents should be aware that although younger players 
will probably be attracted to this game, there is a lot of reading of clues and 
other information—if your youngster cannot read, an older player will have 
to serve as an interpreter. LJN/Acclaim. One player only. 
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CHARACTERS 
You are Eddie Valiant, accompanied from time to time by your client, Roger 
Rabbit. 


CONTROL PAD 

Close-Up Side View controls: 

Arrows: 

Go up, left, right, or down. 

“A” BUTTON: 

Ask a question, or when pressed with the up arrow, search an area or object 
for clues. 

“B” BUTTON: 

Use the object or weapon in your hand. 

Overhead Map Screen. In this part of the game, you can travel by foot, or in 
Benny, the car that looks like a human, or is it the other way around. You 
can walk around to look for Benny, or you can push the “B” button and 
blow the whistle, if you’re holding one. 

Here are the controls when you’re on foot: 

Arrows: 

Go left, right, down, up/through a door. 

“A” BUTTON: 

Not used. 

“B” BUTTON: 

Calls Benny (if you’re holding the whistle.) 

Select: 

Climb into Benny. 

Here are the controls when you’re in Benny: 

Arrows: 

Turns left or right. 

“A” BUTTON: 

Gas Pedal. 

“B” BUTTON: 

Brake Pedal. 

Select: 

Climb out of Benny. 


NUMBER OF WORLDS 

There are four sections of Los Angeles to be explored: 

The City. You’ll visit hotels and office buildings with your dopey rabbit 
friend. 

The Park. There are some interesting caves in the park, with interesting 
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clues and connections to other parts of Los Angeles. 
ToonTown. This one wacky place for a human. 
The Warehouse District. A dark, mysterious, and threatening place. 


NUMBER OF LIVES 
Eddie has four lives. He’ll lose one when he is unable to come up with the 
punch line for one of the weasel’s bad jokes, or when he is knocked over or 
knocked out by one of his human or rodent opponents. 

When you lose all of your lives, the screen will display a 22-character 
password that you can use to reenter the game at a later time, fully possessed 
of all of the special items you have collected. 


SECRET WEAPONS 

We think, in this game, we should refer to these not as secret weapons, but 

instead as “Secret Gags.” Each of them is a joke that can be used to help 

Roger and Eddie get through their quest. Our favorite is the Portable Hole, 

which can be laid down in front of an enemy for an instant dropout. Here are 

some of the gags: 

Baseball. 

Bomb. 

Boxing Glove. Packs a mean punch. 

Brick. A good tool, it squashes snakes nicely. 

Crowbar. Who needs keys? 

Detonator. 

Dynamite. You’ll need it to blow up the wall that has been built in front of 
the Toontown Tunnel. 

Exploding Cigar. Why do people insist on picking up these when you leave 
them around? Boom! 

Fishbone. A great way to get rid of the cat. 

Fist. Punching power, one of Eddie’s prime investigatory tools. 

Flashlight. It’s dark in the caves, and there are all of those creepy bats. 

Meat. You might be able to distract an animal with this. 

Password. You’ll need one to get into the exclusive Ink ‘n’ Paint Club. See 
Super Secrets for some inside information. 

Portable Hole. Holy trap! 

Rose. Ah, Jessica. Give her one for a clue. 

Six Shooter. 

Spring Shoes. These boots were made for jumping over obstacles and holes. 

Wallet. Holds your money, of course. Money is nice to have when you go 
shopping. 

Whistle. Calls Benny the Car. 


246 Ultimate Unauthorized Nintendo Classic Game Strategies 


You can choose the right item to use by holding the Select button; press 
the “B” button to use the selected item. 


I ALWAYS WANTED TO KNOW 

I'm so excited! Jessica gave me her personal telephone number. Now what do 
I do? Calm down, Romeo: the phone line has been disconnected. When the 
game first came out, game players could actually dial the number and receive 
some hints. But Jessica must have gotten tired of midnight calls from 
Australia, so the line is dead. 

But, here are some of the things she used to say, before they pulled the 
plug: “It is shocking the way some neighborhoods are getting! You 
practically can’t walk anywhere without running into stray dogs, cats, and 
other animals! It makes you wish you carried a piece of meat, a fish bone or a 
piece of cheese around with you. The weasel that is guarding Judge Doom’s 
warehouse is the one called Stupid. I’ve heard that the only thing that’ll get 
him to leave is a quick game of softball. Know anyplace where you could get 
a baseball in a hurry?” 

What does gorgeous Jessica see in that wimpy Roger, anyway? Sigh. If we 
knew his secret, we’d trade places in-an instant. 

Why do ducks fly south in the winter? Ah, we see you have met the 
weasels, who have the world’s largest collection of bad jokes. If you run out 
of time or get the answer wrong, you’ll lose a life. Hold down the Select 
button and an arrow key to review the possible answers. Press the A button to 
choose your response. Oh, the answer is: “Because it is too far to walk.” 

Where are the pieces of the will? Well, as you know, where there’s a will 
there’s a way. There are four pieces of the will to be found: one is in the cave, 
one can be found in Los Angeles and the remaining two are in Toontown. 

How do you get a cab around here? You'll need a whistle. Then look both 
ways and then step into the street and give it a blow. To enter into Benny the 
Cab, press the Select button. When riding in Benny, you can’t be run over by 
a car. Use the A button to give Benny some gas. The B button is your brake. 


SUPER SECRET! 
At the start of the game, when you first leave Eddie Valiant’s you'll find a 
wallet on the ground outside. Pick it up the wallet, but be careful of the 
flowerpot that will fall from above. Now go back inside Eddie’s office and 
search the wastebasket on the left. You’ll find another wallet. Again, exit the 
office, and yet another wallet will be waiting on the ground. You can keep 
doing this for a while to build up your cash. 

Not all of the locations can be entered at first, and as the game goes on, 
some buildings that were unlocked at the start will suddenly be locked. (If 
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you remember the story line of the movie, Judge Doom is embarked on 
buying up all of Toontown for his own nefarious real estate venture.) You’ ll 
need to break in some of the doors, but once you do, you had better move 
very quickly because an alarm may go off and the cops are on the Judge’s 
payroll. 

There’s an inside joke among cartoonists in the game. The “Ink ‘n’ Paint 
Club” is named after the artists who produce the individual cells that are 
photographed in sequence to make a cartoon. When you get to the club, 
you’ll be asked for the password. You’ll have to find the password 
somewhere in the city in order to give it to the guard, but what it says is: 
“Walt Sent Me.” Walt, of course, is Walt Disney, one of the founding fathers 
of cartooning. The Disney company was coproducer of the movie, too. 

It doesn’t really count as a real solution of the game, but if you’d like to try 
the last half of the game by entering with all of the parts of the will and all of 
the special items, type the following Password: LLHHHHHH HHHHHH 
HHHHHH3B. You’ll still have to make it into Toontown by yourself and 
defeat Judge Doom, though. 


The bouncer at the Ink ’n’ Paint Club is a real gorilla. You won’t get in without 
the password and you won’t get to see Jessica without getting in. Tell him 
“Walt Sent Me.” 
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POWER PLAYER HINTS 

When you start the game, Roger won’t have any weapons but his fists, and 
those won’t have much effect against the Weasels. But if you press the “B” 
button very rapidly, Eddie will wind up to throw a more powerful punch. (He 
is, though, very vulnerable as he winds up.) 

Think of this as an adventure game, and construct a map to help you 
navigate through the maze of scenes and clues. 

The basic clues to this game are to explore and experiment. Wander all 
over the city to see what you can find, and don’t hesitate to try using an 
ordinary object in an extraordinary way. 

When you come to a buildings or a room within, stop and talk to the 
people you meet. They will sometimes provide you with helpful hints for 
finding clues. If someone says a building is empty, don’t spend time 
searching it for clues, move onto another location. Unfortunately, it 
sometimes will be worthwhile punching someone in the head a few times to 
get them to talk to you. 

Down in the cave, use your flashlight. When the lights are on, you'll see 
the bottomless pit you almost fell into. Put on your spring shoes to vault over 
the gap and then give the snake a rattle to replace the one which he lost. 

Don’t forget to visit the stores often, because different items may be on 
sale. 

The tunnel to Toontown is blocked by a brick wall, but that’s no problem 
for someone who carries around a stick of dynamite. Make sure Benny the 
Cab is nearby, though, because you’ll need to drive through the tunnel. 

When you get to Toontown, you’ll find that Baby Herman will be much 
more willing to help you if you give him a cigar. 


Who Framed Roger Rabbit is a trademark of The Walt Disney Company and Amblin 
Entertainment, Inc. © 1989 Walt Disney Company and Amblin Entertainment, Inc. Game pak © 
1989 LIN Toys, Ltd. 
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Dragon Warrior 11™ 
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The Dragon Warrior series is a phenomenon of its own in Japan, with at least 
four versions of the game available for Nintendo players. Over there it is 
called Dragon Quest, and the DQ IV was released early in 1990, it sold 1.3 
million copies on the first day it was in the stores. 

The first American version of the game, marketed by Nintendo and retitled 
Dragon Warrior, was a hit among role-players because of the depth of detail 
it delivered. The sequel is offered by Enix, which created the game in Japan. 

The Land of Alefgard in Dragon Warrior II, from Enix America, is more 
than four times larger than the country you could explore in the first version 
of the game. 

The original story was this: The Kingdom of Alefgard has been plunged 
into darkness by the theft of the balls of light from Tantegel Castle. The 
culprit, the evil Dragonlord, has retired to Charlock to lord over his miserable 
captives. The land has been taken over by monsters, ghosts and dragons. 

But King Lorik XVI knows that his ancient ancestor, King Lorik the 
original, once called upon a brave warrior named Erdrick to rescue his land. 
So Lorik the latest calls upon you—the descendant of Erdrick—to help again. 
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In Dragon Warrior II, the name of Erdrick still commands respect. 
Hundreds of years later, the peace of the kingdom is shattered again. Hargon 
the Sorceror attacks Moonbrooke Castle, and seeks to control the world 
through his magic spells. 

As the Prince of Midenhall, you can wield any weapon and wear any 
armor, but you cannot use magic spells. As you reach higher experience 
levels, your attack power will increase. 

Along with you is the Princess of Moonbrooke. She cannot wear armor or 
lift heavy weapons, her magical powers are fantastic. The Prince of Cannock 
combines a bit of the attack power of Midenhall and the magic power of 
Moonbrooke. 

You can maintain “logs” of three different campaigns. When you first start 
a game, you will sit through the lengthiest “prologue” of any game we can 
remember. You’ll learn the story and you’ll also receive a quick education in 
how to move about. 

And, in a nice touch we like to see in an adventure game, the characters 
will speak to you by name, using the name you entered at the start of the 
game. 

This game is extremely complex; we worked with preproduction materials. 
Following is just a small sampling of some of the details of the game. Enix 
America. 1 Player only. 


CHARACTERS 
You are a descendant of the valiant warrior Erdrick, who saved the realm of 
Alefgard from evil once before. 


ENTERING COMMANDS 

There are two modes for commands in this game, Walkabout and Fighting. 

The names are pretty obvious: Walkabout mode is when you are, well, 

walking about; Fighting mode automatically occurs whenever you, uh, fight. 

Fights will happen when you leave a castle or town. Here are the orders you 

can issue. 

Walkabout Mode 

Arrows: 

Moves characters up, down, left, or right. Also used to move the flashing 
onscreen cursor in the command window in the direction of the arrow 
used. 

“A” BUTTON: 

Press the button while you are in the “Walkabout” mode to bring the 
command window to the screen. Use the arrow pad to move the cursor to 
the command that you want to issue, and then press the A button again to 
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issue the command. If you press the A button when the down cursor is 
flashing in the text window, the next text window will be displayed. 

“B” BUTTON: 

Press this button to cancel a command. From within the Command Window, 
you can issue instructions such as: 

Talk. Face your character in the direction of the person you want to speak to, 
and then issue this command to talk. The person must be right in front of 
you. In a store, you can talk to someone over the counter; in a jail, you can 
converse through the bars. 

Status. Choose the character you want to examine, and press the A button to 
see information about strength, agility, hit points, maximum hit points, 
magic power, maximum magic power, attack power. defense power and 
experience points. Press the A button again to see information about gold 
and crests. 

Hit Points is an indicator of your remaining life force. HP will go down as 
the enemy hits you; when the number reaches 0 the game is over. 
Remember to go to the Inn to restore your life force. Magic Points is an 
indicator of your power to cast spells. Each time you cast a spell, your 
points will decrease. Staying at an Inn will restore your MP to their 
maximum. The more enemies you defeat and the more nasty the enemies, 
the more experience you will gain. With more experience, your game 
level and strength will also increase. 

Search. Issue this command to examine the ground where you stand. When 
you find a treasure chest, put your character over the chest and issue the 
command. If you are already carrying eight items, the treasure will be 
given to the next character; if all of the characters are carrying a full load, 
you will be allowed to have one of them throw something away to make 
room for the treasure. 

Spell. Your character cannot issue magic spells, but the two friends he meets 
along the way can. 

Item. Select this command to use any of the items you have collected. Use 
the arrow pad to choose the item you want, and then press the A button to 
use it. You can choose to Use, Trade or Throw Away an item. You have to 
be accompanied by a friend in order to make a trade, naturally. To open a 
door, you will have to Use a key. To see a listing of the items carried by a 
member of your party, select the character’s name from the item window 
using the arrow keys and then press the A button. Items that have already 
been equipped will have an “E” next to them. Press the B button to return 
to walkabout mode. 

Equip. You must use this command to make the various types of weapons 
you collect useful to you. Use the arrow keys to highlight the weapon you 
want to equip and then press the A button. Your ability to equip your 
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items will vary with the attack power or defense power of the character. 

Fighting Mode 
When enemies approach, the fighting command window will appear. 

You’ll have to make selections using the onscreen cursor; press the A button 

to lock them in. If you are fighting with allies, you should also make their 

choices for each round of battle. Think carefully about your choices. Here are 
the commands: 

Fight. You can use any weapons you have acquired. If you have no weapons, 
you can try to defend yourself with your fists. Most enemies will require 
more than one blow. Don’t overdo it, though: keep an eye on your hit 
points and stop fighting when your injury level is too high. The screen will 
turn red when you are seriously injured. 

Run. If you don’t think you can defeat an enemy without suffering too much 
damage in the fight, then you should run away. Some enemies are so 
powerful that you may find it impossible to escape. 

Parry. Choose this defensive posture for some of the weaker allies; they 
won’t be as badly hurt when they use this command to keep enemies at 
bay. 

Spell. If you’ve got the proper spell, you can afflict the enemy in this way, or 
heal one of your wounds. 

Item. Applies some of the things you have collected to a particular character. 
For example, you could apply an herb to an afflicted friend to recover 
some life points. 


PAUSE 

The game is automatically in a pause anytime you press the A button to bring 
the command window to the screen. Press the B button or begin moving your 
character to bring the game to life. 


NUMBER OF WORLDS 
There are 6 castles of Alefgard that you must visit to complete the game. 
Other geographic elements of the land include: Plains, Deserts, Mountains, 
Forests, Trees, and Bushes. You can cross the Sea in a ship, but not the 
Shallows. 

If you step on the Stairs, you will automatically move to the next level. 
When you come to a Cave, you will be automatically transported inside. 

Beware of Poisonous Swamps. With each step you take here, you will lose 
hit points. 

There are powerful enemies—and treasures—to be found in the Towers. 
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It’s your basic “talk to the townspeople and pick up the strange objects.” See 
Super Secret for a way to maximize your visit to Hargon’s Castle. 


SHOPS 
When you enter a town, look for the shops. When you come to one, go 
directly to the Shop Counter to talk to the shopkeeper. You can purchase 
items with Gold that you have accumulated; you can also sell off some of the 
items you have bought to raise some cash. Items sold will bring half of what 
you originally paid for them. There are five types of stores you will come 
across: 

Weapon Stores. Here you may purchase weapons and armor. 

Inn. You’ll need to check in for a good night’s rest every once in a while to 
restore HP and MP expended on your quest. Each of the various inns will 
charge different rates for their services. 

Item Stores. Available here are medical herbs and other items; you can also 
sell off unneeded items here. If you are traveling in a group, the total of 
the gold of the group will be displayed. 

Houses of Healing. Go here for cures to poison, curses or even death. You’ ll 
have to pay for Detoxicate, Uncurse or Revival. 

Lottery. Come on, take a chance: you may end up winningsome gold. You’ll 
need to obtain a lottery ticket to play. 
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TOOLS 

Medicinal Herbs. Restores hit points. 

Antidote Herbs. Draws poison from wounds. 

Wing of the Wyvern. According to the legend, when a Wyvern is hit by 
lightning and dies, its wings retain the ability to fly; try them on. 

Fairy Water. Sprinkle some on to ward off evil. 

Dragon’s Bane. Blocks some spells. 


TREASURES 

Echoing Flute. It will help you find a Crest of power. 
Mirror of Ra. Look within for your true reflection. 

Cloak of Wind. Wearing one, you will safe in a fall. 

Token of Erdrick. It can be traded for legendary armor. 
Leaf of the World Tree. Can restore life. 

Dew’s Yarn. Drifts on the wind. 

Magic Yarn. Can make a magical garment. 

Moon Fragment. Needed to enter the cavern on the mountain island. 
Eye of Malroth. You can see that which cannot be seen. 
Charm of Rubiss. Lets you see through Hargon’s deception. 


SUPER SECRET! 

Use the Copy a Quest command at the start of the game to make clones of 
your character if you want to experiment with several different ways to solve 
a problem. 

The final battle of the game takes place in Hargon’s Castle. You will not 
likely be able to defeat all of your enemies on a single try; there is a strategy 
that will make the most of your efforts. 

The Castle is located west of the Monolith of Rhone. When you enter, use 
the Charm of Rubiss to display its charms. Go behind the throne and to the 
left; you will find a hidden, locked door there; use the Jailer’s Key or the 
Open Spell to unlock it. Go through it and continue to the right to a new door, 
where you can employ the Golden Key. Through that doorway stand in the 
bull’s-eye target at the center and use the Eye of Malroth to be transported 
into the castle tower for the fight. 

Now, get tricky: your first fights will be against Atlas, Bazuz and Zarlox. 
If you are defeated in any of those scraps, you will be zoomed back to the 
Monolith of Rhone and offered a chance to save your game. Don’t! If you 
choose to save your game, those three guys will be back in the castle again; if 
you don’t save your game, you can return to the castle and not have to fight 
them again. Keep at it until you make it to Hargon and Malroth. 
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I ALWAYS WANTED TO KNOW 

Where is the Echoing Flute? Dive into the water and use the Search 
command. Return the lost treasures to Lianport, and you will be able to find 
the flute, which will help you find the crests. 

Great, now where are the crests? The Stars Crest can be found inside a tower 
on a small island; listen to the old man who will show you the way. The Sun 
Crest is near the Fire Monolith, while the Moon Crest can be found in Osterfair. 
The Water Crest is in an underground jail. The Life Crest is in Rhone. 

Okay, one last big one: Where is the Golden Key? Torval loves dogs. In 
the town of Zahan, you may meet a friendly bowser; follow him to a place to 
search. 


Dragon Warrior is a trademark of Enix America Corporation, © 1990 Enix America Corporation. 


Ultima Quest of the Avatar™ 
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An Avatar is a term from Hindu mythology, being the incarnation of a god. 
Gods being perfect, of course, an avatar is a perfect being. 

Ultima Quest of the Avatar is an aptly named game: it is clearly a quest for 
perfection in the role-playing world. There is more innovation, more 
imagination and more detail in this game than in most any other Amazing 
Quest game we have seen for the Nintendo. 

This may or may not be the best role-playing game—fans of Link and 
Zelda may prefer that series’ playful side, while the Dragon Warrior games 
may be more exciting—but you have got to respect Ultima Quest of the 
Avatar for expanding the definition of the game. 

The Ultima series of games—there are now five of them in various 
computer formats—have been a huge success. Quest of the Avatar is the 
second of the games to arrive on the Nintendo, following Ultima Exodus 
which made its debut a year ago. Avatar is an adaptation of the PC game 
Ultima IV. 
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Among the unusual features of this game is the way in which it creates 
your starting character. Instead of the player choosing characteristics for 
strength, wisdom, magic and the like—which is the way most other role- 
playing games begin—Quest of the Avatar begins with a psychological 
profile of the player. 

Here’s one of the questions thou art askt: 

“Entrusted to deliver an uncounted purse of gold, thou dost meet a poor 
beggar. Does thou deliver the gold, knowing the trust in thee was well- 
placed, or show Compassion giving the beggar a coin, knowing it won’t be 
missed?” 

Depending on how you answer the question, you will accrue points in the 
Honesty or Compassion categories. Here’s another example, this time 
determining points in the Honor or Spirituality columns: 

“In thy youth, thou didst pledge to marry thy swectheart. Now thou art in a 
sacred quest in distant lands, and thy lover hath asked thee to keep thy vow. 
Dost thou honor thy promise to wed, or follow thy spiritual crusade?” 

Once you are through answering the questions at the start of the game, you 
will be zoomed into the castle to meet the continuing overseer of the Ultima 
series, Lord British. Here you learn the details of the quest. Lord British tells 
you that although the Age of Darkness is over, he still cannot find a worthy 
adventurer who can master the Eight Virtues of Avatarhood and lead the 
people into a new age of enlightenment. 

So that is your assignment: perfection. The virtues are Compassion, 
Honesty, Honor, Humility, Justice, Sacrifice, Spirituality, and Valor. Based 
on the answers you gave to the pop quiz at the start of the game, you will be 
assigned to one of the following types of characters: Mage, Bard, Druid, 
Ranger, Shepherd, Paladin or Tinker. For example, if you have received high 
scores in honor, justice and valor, you may be assigned to play as a fighting 
Ranger or Paladin. If you show yourself to be a sensitive and spiritual type, 
you may be a Mage or Bard. 

Each type of character starts the quest with different armor, weaponry, 
magical ingredients and money, and begins from a particular city. 

Once you are into the game, you will discover that once again there is 
more to this game than first appears. As you move around on the map of the 
world, the scenery will change dramatically. Move into a dark area and you 
will see just a tiny window with your character in it. Move up stairs to see a 
completely different view. Walk through a door and find the scenery behind 
you changing. There are hidden entrances and exits and trap doors galore. 

Perhaps the most complex concept is that of the Moongates, the rapid 
transit system of the Land of Britannia. There are some locations in the land 
that can only be reached using them, and in any case, it’s the comfortable 
way to travel. Scattered about Britannia are eight Moongates. These gates 
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will only open during certain phases of the moon Trammel, and the 
destination of the travel will vary based on the phase of the moon Felucca. 
(The two moons are displayed in the upper-left corner screen; the left moon is 
Trammel, the right Felucca.) 

How do I determine where the Moongate will take me? Well, first of all, 
let’s come up with some definitions of the phases as they move from “New” 
(also called “No” Moon) to Full Moon: 

NEW MOON: NEW All Black 

1Q WAXING: 1WAX Yellow crescent left, remainder Black 

HALF WAXING: HWAX Yellow left, Black right 

3Q WAXING: 3WAX Yellow three-quarters left, Black right 

FULL MOON :FULL All Yellow 

3Q WANING: 3WANE Black crescent left, remainder Yellow 

HALF WANING: HWANE Black left, Yellow right 

1Q WANING: 1WANE Black three-quarters left, Yellow right 

Now, here’s the chart. Determine first the phase of the moon of Trammel 
that will open the Moongate where you are located. Then look across to see 
where the gate will take you, based on the phase of the moon of Felucca. 


MOONGATE DESTINATION 
Trammel Felucca 
Moonglow NEW NEW Moonglow 
1WAX Britain 
HWAX Jhelom 
Britain 1WAX 3WAX Yew 
FULL Minoc 
3WANE Trinsic 
Jhelom HWAX HWANE Skara Brae 
1WANE Magincia 
NEW Moonglow 
Yew 3WAX 1WAX Britain 
HWAX Jhelom 
3WAX Yew 
Minoc FULL FULL Shrine of Spirituality 


3WANE Trinsic 
HWANE Skara Brae 


Trinsic 3WANE1 WANE Magincia 
NEW Moonglow 
1WAX Britain 

Skara Brae HWANE HWAX Jhelom 
3WAX Yew 
FULL Minoc 


Magincia 1WANE 3WANE Trinsic 
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HWANE Skara Brae 
1WANE Magincia 

For ultimate safety, don’t hang around the Moongate while waiting for the 
moon to change; it’s safer to wait in the nearby town. 

What colors are the Stones, and where can I find them? 

Yellow (Compassion). Dungeon Despise, Level 5. 

Blue (Honesty). Dungeon Deceit, Level 7. 

Purple (Honor). Dungeon Shame, Level 2. 

Black (Humility). Beneath Moonglow’s Moongate at the twin new 
moons. 

Green (Justice). Dungeon Wrong, Level 8. 

Orange (Sacrifice). Dungeon Covetous, Level 7. 

White (Spirituality). In a cave north of Castle Britannia. Use a balloon. 

Red (Valor). Dungeon Destard, Level 7. 

I hate leaving things to chance. What answers should I give to make sure 
that I become a fighter? Must you control every last element of your life? 
Well, if you insist, here’s a cheat sheet that tells you how to answer the 
questions at the start of the game and select your character. Note that only 
three of the questions really matter; choose any reply to the questions marked 
with a “?” 


QQ -Q3 4 Q5 6 Q 
Mage A ? ? ? 1 i Honesty 
Bard B ? ? 7 1 ? Compassion 
Fighter ? ? A ? ? 1 Valor 
Druid ? A 7 ? 2 ? Justice 
Thinker ? 2 B ? ? 2 Sacrifice 
Paladin ? ? i A ? 2 Honor 
Ranger ? ? ? B ? 2 Spirituality 
Shepherd ? B ? ? 2 ? Humility 


Where are the runes? 
Compassion. In Britain, in the Inn, at the foot of the stairs. 
Honesty. In Moonglow, three steps south of the lone red brick. 
Honor. In Trinsic, in the middle of Old Man’s field at harvest. 
Humility. In Paws, in the moors below the stable yard. 
Justice. In Yew, in the prisoner’s (Vorpal) cell. 
Sacrifice. In Minoc, in a corner of smithy’s (Zircon) forge. 
Spirituality. In Castle Britannia, in the hidden room near the wizard. 
Valor. In Jhelom, in the hidden corridor, in the corner of the force field near 
the ghost. 
I need some cash? Is there a bank machine around here? No, but there is a 
treasure trove or two, including the glittering Dungeon of Shame. In Level 6 
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of Shame you will find more than 1,000 Gold Coins hidden in more than 20 
treasure chests. 

You can get there from Castle Britannia by heading for the northeast 
corner of the castle and then go through the wall there, headed north. Head 
west until you meet a townsperson who will give you advice about 
balloonery. Go north through the wall there and then go east to a door; you’ ll 
need a key. Through the door is the Dungeon of Hythloth. Go to the northeast 
corner and the Altar of Courage, and finally west to enter into Level 8 of the 
Dungeon of Shame. Climb up to 6 and go get that gold. 

I want more! Shame, shame, shame. Go back down to Level 8 of the 
Dungeon of Shame and out through the Altar of Courage. Then re-enter 
Shame and up to 6; all of the treasure chests have been refilled. You can do 
this as many times as you like. 
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The process of creating your character in Ultima is like taking part in a 
psychological profile; it’s an interesting exercise in moral judgment. 


Ultima Quest of the Avatar is a registered trademark of Richard Garriott and Origin Systems, 
Inc. © 1985, 1990 Origin Systems, Inc. Nintendo version © 1990 FCI, Inc., © 1990 Pony 
Canyon, Inc. 
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56 Mini Hints 


More? You say you want more? Here’s a selection of 54 of our very best 
tips that will get you off and running with some of the most challenging 
Nintendo games. We call them “mini hints” but they’re designed to offer 
a maximum of assistance in a real hurry. 


Astyanax. Here is a pair of codes for Level Select and Invincibility. 

To choose the level, from the title screen press: 

Up, Down, Left, Right, B, B, B, B. 

To go for invincibilty, from the title screen press: 

Up, Up, Up, Up, Down, Left, Right, Up. 

Although enemies cannot harm you, you still can lose a life if you fall 
off a cliff. 


Back to the Future II & III. Skip right over part II and move 
immediately back to the future, in 1875: From the title screen, hold down 
Buttons A, B, and Select at the same time. This will display a hidden 
password screen. Change the password to: 

FLUXCAPACITORISTHEPOWER. 

You’ll hear a tone; press Select to return to the title screen and then 
start the game. 


Bandit Kings of Ancient China. This huge 3-Megabit cartridge is 
designed to take weeks of your time in historical simulation. Here are 
some hints that may save a few hours here and there: 

Gain wealth to hire as many soldiers as you can; however, don’t raise 
an army larger than your prefecture’s resources can support. The 
resources of a prefecture are measured in Support, Flood, Land, and Gold 
indicators. 

Make your soldiers strong. When you add soldiers to a unit, the 
abilities of the hero commanding the unit (indicated in Dexterity, Wisdom 
and especially Strength) will determine the strength of the soldiers. 

Concentrate your soldiers instead of dispersing them. For example, if 
you have 100 soldiers and five heros, it is better to give all 100 to the 
strongest hero rather than giving 20 to each hero. 

Computer-controlled prefectures attack based on the Support levels of 
its neighboring prefectures. Attacks will not be launched against 
prefectures with low support—generally under 40. Knowing this, you can 


263 


264 Ultimate Unauthorized Nintendo Classic Game Strategies 


expect that when you first move into an empty prefecture that is next to 
an enemy prefecture, you will not be attacked because your support level 
will be at 0. 

Evil Gao Qiu can be bought. Prefectures owned by Gao Qui from the 
start of the game will always demand tribute before they launch an attack. 
If you pay the tribute, the support level of your prefecture will drop and 
Gao Qui will go away for the moment. You should also know that once a 
prefecture has more than 900 soldiers, Gao Qui will not attack at all. 


Black Bass Fishing. Class B: TSVWDEDODIBPUYCG 
Note that the character between the two “D”s is a zero, and the one 
after the second “D” is the letter “I”. 


Bubble Bobble. This is a gigantic and complex game. Lucky for you, 
we have a way to select any level. It’s a two-part trick. First, enter the 
following password: 

EECJJ 

Next, choose One or Two-player Continue. Now, using Buttons A and 
B you can move through the 112 available levels. When you see the one 
you want, press Start. 


Bugs Bunny Crazy Castle. Here’s the password to the last of 60 
levels: YTKX 


Burai Fighter. 

Stage Two: BALL Stage Five: PAIL 
Stage Three: JOKE Stage Six: GOAL 
Stage Four: DOLL Stage Seven: GAME 


Captain Skyhawk. Oh to be immortal! Here is the key to invincibility. 
At the title screen, as the name of the game tumbles down in letter, press 
the following key combinations four times quickly: 

Up, Right, Down, Left 

Here’s another secret, this time a way to skip over a level during the 
game. While flying, press the B button and up arrows on Controller 2 at 
the same time. You’ll scoot to the next level at any point in the game 
except for the final challenge against the alien boss. 


Conquest of the Crystal Palace. Nearly all of the keys to the 
Kingdom in this relatively obscure game are available. At the title screen, 
press Select and the A button at the same time; release them and press 
Select and the B button simultaneously. Do the cycle over again and again 
until you hear a chime. Then begin the game as normal. 

While playing, hold the Select button and press one of the following 
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keys for special effects: 
Right Temporary Invincibility 
Left Add gold 
Up Super jump 
Down Restore life meter 
Up/Right Add lives, to 99 
Down/Left Power your sword 
Up/Left Adds Fire Weapon 


Contra. It’s a tough fight to overcome Red Falcon, but a whole lot 
easier when you have 30 lives. When the title screen stops scrolling, press 
up, up, down, down, left, right, left, right, B, A, and Start. Quickly! 

And there’s even a sneaky way to steal lives from a second player. 
When you die, hold down A and B buttons at the same time. 


Dash Galaxy in the Alien Asylum. Pick your asylum: from the title 
screen, press and hold up and left and then press the A, B, and Select 
buttons at the same time. When the stage number appears on screen, use 
the up or down arrows to set it and press Start to begin. 


Destination: Earthstar. Here are the keys to a pair of secret functions 
left within the game by its designers. 

Begin by starting the game as you would ordinarily. When the Star 
System appears, press and hold down and Select on Controller 2 and then 
press the B button three times. Release only the down arrow and you 
should hear a chime tone. 

Now comes the interesting parts. Again use Controller 2 for these 
tricks. 

To be able to make repairs to your ship in flight without returning to a 
base or planet in the Star System Mode, or to be able to power up to nine 
ships in the Enemy Base Mode, press left, Select, and the B button at the 
same time. 

To pass over Star Systems and enemy bases and head for the final - 
screen, press right, Start and the A button on Controller 2. Do this several 
times to move through the scenes. 


Dirty Harry. Make your day with unlimited lives by using as CLYDE 
as your password. 


Dragon Spirit. After the first battle, from the title screen press and 
hold A and B buttons on Controller 2, and then press Start on Controller 
1. This should earn you 20 dragons. 

To select stages, start the game with two controllers plugged in. Press 
and hold the A and B buttons and up on Controller 2; then press Reset on 
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the control deck. You will be greeted with a hidden Sound Test screen. 
Use the left or right arrows with the A button on Controller 1 to sample 
the sounds. 

To proceed on to stage selection, go back to Controller 2 and press B, 
up, up, B, down, down, and B. You will see a number under the sound 
option. Use the left or right arrows on Controller 2 to change the number 
and then press Start on Controller 1 to start in the selected stage. 


Dungeon Magic. Turn on the game and don’t touch any buttons once 
the story begins to unfold on the screen. When you see a picture of the 
town in the lower-left corner of the screen press the B button on 
Controller 2 twice and then press Start on Controller 1. You will be able 
to start the game with 100 coins. 


Dynowarz. You want codes? We’ve got codes: 
Levell: 8547 Level 5: 7452 
Level 2: 5431 Level 6: 1697 
Level 3: 9892 Level 7: 6425 
Level 4: 6315 


8-Eyes. Don’t read this if you don’t want to know the proper order for 
the placement of the jewels, which is one of the most important secrets of 
the game. Okay, you have been warned: Yellow, White, Green, Orange, 
Blue, Purple, Red, and Black. 


Gauntlet. The highest level room you can zoom to is 79. Here are 
codes to that place: 

Valkyrie 43C-BBI-HYZ Elf 43C-BBI-HYY 

Wizard 43C-BBI-HZY Warrior 43C-BBI-HZZ 

The Combination Code for Room 100 is: XRTW98Y7. 


Gradius. When the title screen stops scrolling, press up, up, down, 
down, left, right, left, Right, B, A, and Start to receive full weapons. 


Guardian Legend. Use TGL as the password to skip the labyrinths. 


Heavy Shredding. Slip and slide your way to 99 lives. At the title 
screen, press and hold A and B buttons on Controller 1 and then press 
left. 

To select a stage, press the A button when the Mountain Course Map 
appears on screen. 


Ikari III: The Rescue. The latest installment in the war series includes 
a hidden key to Unlimited Continues. When you lose your last man, press 
up, right, and the A button to resume play. 
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Ironsword. Here’s a powerful password: NTTMNWLPPBDZ 


Jackie Chan’s Action Kung Fu. What more could you possibly want 
than 99 continues plus a stage select. You’ll need two controllers plugged 
into your NES and a bit of patience: 

Begin the game and press the Start button until you see Jackie Chan 
sitting down. Press Reset; the title screen should now indicate that you 
have five continues. 

Now press up, up, down, down, up, down, B, A on Controller 1. Then 
press B on Controller 2. Press Start on Controller 1. And finally, back to 
Controller 2 and press B. 

The title screen should now indicate 99 continues and have a “1” next 
to the word Start. Use the up or down arrow to adjust the stage you want 
to start in, and press Start to begin. 


Journey to Silius. For nine continues and a sound test, from the title 
screen press the B button 33 times and then press Start. 


Kickle Cubicle. Here is a password that will zoom you deep into this 
puzzling puzzler: XMeWbJCE 

And another password, this one to a special version of the game: 
FbgJIYA 


Kings of the Beach. Don’t let them kick sand in your face anymore! 
Stage 2: San DiegoSide Out 

Stage 3: WaikikiGekko 

Stage 4: CopacabanaTopflite 

Stage 5: AustraliaSundevil 


Knight Rider. Ride to whatever stage you want with this clue. Press 
and hold the A and B buttons and then push the Reset button on the 
control deck. Release the A and B buttons and choose Mission or Drice. 
Devon will appear and inform you that you are in Select Mode. Press up 
or down to change the displayed number and press Start to begin at the 
selected stage. 


Lifeforce. When the title screen stops scrolling, press up, up, down, 
down, left, right, left, right, B, A, and Start for 30 ships. 


Little Nemo the Dream Master. To select your favorite Dream, at the 
title screen, press: 

UP, SELECT, LEFT, RIGHT, A, A, and B. 

Now, press the A button one time for each level you want to skip, and 
then press Start. In other words, press A three times to begin in Level 4. 
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Low G Man. Here are a few interesting passwords for this game: 

Chapter 2: MICH Chapter 3: ELLE 

Chapter 4: ISAC Chapter 5-1: BILL 

But wait! There is a second and even a third more difficult go-round in 
this game for those players who make it all the way through. To look at 
the start of each of those challenges use the following codes: 

Chapter 1-1A: TERU Chapter 1-1B: MARU 

You can examine the Cyber Express with this password: AMAN. To 
look at the Anti-Gravity Transport, enter: NAKA. 

And finally, for a peak at the ending of the game, enter: YES and use 
the heart symbol for the final character of the code. 


Magic of Scheherazade. Here’s the way to warp to any level you want 
in this pretty game. At the password screen, enter W and the number of 
the chapter (from 1 to 5) that you want. For example, use W3 as the entire 
password to go to Chapter 3. The program will reject the password, but 
don’t let that stop you. Enter it again, and then one more time. The third 
time will do the trick. 

And here’s the quick and all too easy way to warp directly to the end: 
use as your passport the word END. 


Mendel Palace. There are some hidden extra stages in this game. To 
get to them, press and hold Select and Start when you turn on the power. 
You’ll see the word “Extra” over the title. An alternate way to the same 
stages is to press and hold Select and Start on the controller and then 
press the Reset button on the control deck. 


Metal Gear. Here’s the quick and easy way to the end of the game: 
T111111611 


1111111111 

11116 

Mike Tyson’s Punch Out. Here are some codes: 
Mike Tyson 007-373-5963 

Piston Honda 667-833-7533 

Don Flamenco 005-737-5423 


Super Macho Man 237-210-7938 

New world circuit 135-792-4680 and press and hold down Select 
and Buttons A and B. 

To regain any lost energy after the first round, press and hold Select 
after the round is over and wait while your meter is restored. 


Mission Impossible. 
Area 2: HMPR Area 3: KMVW 
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Area 4: XDGJ Area 5: TVJL 
Area 6: QBYZ 
Here’s the computer access code: MTKN. 


NARC. Here’s the clue to begin this difficult game with two continues. 
From the title screen, press and hold A, B, Select, and up. With your third 
hand, press Start. 


Nobunaga’s Ambition II. Here are the bare essentials to winning this 
huge historical simulation game in a relatively quick manner. 

Choose a four-player Nobunaga’s Ambition game and select the 
following four daimyos: Oda Nobunaga, Tokugawa Leyassu, Takeda 
Katsuyori and Mori Terumoto. Set the game play level at 1 and choose 
“N” to “watch other fief’s wars” to speed the game along. 

Travel to Nobunaga’s home fief, number 19, using the rest command 
for all other fiefs. Rest each fief units until Nobunaga’s body points are 
greater than 130 points. Then transfer any “worthy” samurai, with greater 
than 70 points, to Nobunaga’s home fief. 

Bring food and your best soldiers (war ability above 80) to the borders 
of Nobunaga’s land. Be careful, though, to avoid assigning important 
tasks to samurai with a low loyalty rating—they may rebel. 

Before you begin a way with any of the remaining fiefs, be sure to 
View the enemy and its subcommand (Other Fiefs) to see how strong a 
defense you can expect. Don’t invade unless you can field an army at 
least twice as large as your opponents. 


Palamedes. You won’t get further in the game with this trick, but you 
can get a glimpse at the reward that awaits at the end of each level. 

When the title screen is displayed, press and hold the Right arrow and 
the A button of Controller 2. Then press the Start button on Controller 1. 

Use the up or down arrows to select the ending you want to see. 


P.O.W. Begin the game with 20 lives by pressing the following from 
the title screen: A, B, B, up, up, down, left, and then Start. 


Rad Racer. Lots of tips here. First, here’s the key to Level Select: 
From the demo screen, press the B button and watch the tachometer 
indicator go up by two lights. The first two lights indicate Course 1, the 
second two lights are the path to Course 2, and so on. When the proper 
number of lights is lit, hold the up/right arrow, press A, and then Start. 

To continue on the same track you left, wait until the game goes to the 
demo screen, hold down the A button and press Start. 

There’s even a tiresome way to display the end screen of the game. 
From the demo screen, press the A button and up/right at the same time. 
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Rad Racer 2. The sequel has its own level select trick. From the title 
screen, press the B button one time less than the level you want to select. 
For example, press B four times for Level 3. Then press and hold up/left 
and push Start. 


Robocop. Here’s a way to continue from the same level. At the Game 
Over screen, press A, B, Select, and Start at the same time. Then select 
Continue from the menu. 


Shadow of the Ninja. Here are the keys to stage selection. 

Choose the number of players from the title screen, and then press: A, 
A, A, A, B, B, B, B, A, B, A, B, A, B, A, B. (That’s four As, four Bs, and 
three A-Bs.) You’ll know if you have entered the code properly when you 
hear a special tone. Now press and hold one of the following special 
codes on Controller 1 or 2 or both, and press the Start button: 


Stage Controller IController 2 
1-2 B 
1-3 A 
1-4 AB 
2-1 B 

2-2 B B 
2-3 B A 
3-1 B AB 
3-2 A 

3-3 A B 
41 A A 
4-2 A AB 
43 AB 

5-1 AB B 
5-2 AB A 


You can even add invincibility to your character. As you are entering 
the codes for stage selection, also hold the Down arrow on Controller 2. 
You will not be hurt by the actions of any enemy, but will lose points if 
you fall into a pit. 


Silver Surfer.The game includes a bunch of hidden codes. Go to the 
password screen by pressing Up on both controllers. Then put in: 

J8SCL9 Additional continues at the start. 

KJTTJK Invincibility 

SJM333 Unlimited continues 

CKWJT4 Full power and special weapon 
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Solar Jetman. Here are some special codes that will fill up your wallet 
nicely: 


CODE MONEY CODE MONEY 
BBBBBBBBBBBB 000000 DDDDDDDDDDDD 111111 
GGGGGGGGGGGG 222222 HHHHHHHHHHHH 333333 
KKKKKKKKKKKK 444dd4 LLLLLLLLLLLL 555555 
MMMMMMMMMMMM 666666 NNNNNNNNNNNN 711777 
PPPPPPPPPPPP 888888 QQQQQQQQQQQQ 999999 


Solstice. It’s cheating, of course, but here’s a way to have all the 
wizards and potions a guy or girl could ever want. 

Press Select to go to the subscreen. Then press: B, Start, Start, B, B, 
Start, Start, B, B, Start, Start, Start, B, Start, B, B, B, Start, Start, Start, B, 
Start, B, Start, Start, B, Start, Start, B, B, Start, B, Start. 

If you’ve done it properly—and we’ll be amazed if you do it correctly 
the first few times—the screen will flash. Return to the game. From this 
point on, every time you return to the subscreen, your wizards and potions 
will be fully restored. 


Super Sprint. There’s a way to add extra laps to your game. Why 
would you want to do that? Well—it’s one way to pick up extra Power- 
Ups and Special Items. 

The trick is this: just before you cross the finish line after your first lap, 
tum on your Slow Motion button if you have one. Or, rapidly press the 
Start button on and off (which is the way that the slow-mo buttons work, 
by the way). As you cross the line, a lap will be added each time the game 
is paused and unpaused. 


Sword Master. For unlimited continues from the beginning of the 
stage where your character has been defeated, use the following from the 
title screen: Press and hold the down arrow and the Select button. Then 
press the Start button and begin the game. You will now have “Free Play” 
instead of merely five continues. 


Tecmo Bowl. This popular football game has many, many interesting 
passwords floating around. Here are a few: 
Championship L.A. vs. Washington: 967FBFA5 


Championship S.F. vs. Denver: IDAFF7AC 
Chicago vs. Invisible Team!: 397BFFA5 
Chicago vs. Chicago: CFBFF7A0 


Tetris. Are you really that good? If you find Tetris drags a bit at super 
speed, how about moving on to Warp Speed? Select Game A and go to 
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the Level Select Screen. Move to the level you want to start on and then 
hold the A button when you press Start. Oh, and let us know if you can 
put two blocks together. 


Thunderbirds. Here’s the key to level selection: Press and hold up and 
left while pressing Reset on the Control Deck. Then press A, B, and 
finally Select. 

And here’s a way to cheat your way to the end of any level you are in, 
using the same basic code as the level select: Press Pause. Then press Up 
and Left at the same time. Then press A, B, and Select at the same time. 
Unpause the game and you will skip to the end of the level. 


Track and Field II. Here’s a few ways to go right to the last day of the 
Olympics without pulling a muscle or working up a sweat. 

US. 54HLPHJNI Soviet Union 2M1SPZJWS 

France S5ZHDPZJ2S Great Britain YAWWWHJ4S 


World Championship Wrestling. Go right to the World 
Championship as the Road Warrior Animal, with two victories to go: 

H5YT1YQ7OHNZ Note that the fifth character is the number “1” 
and the ninth the letter “O.” 


World Cup Soccer. Here are the passwords straight through the finals. 
Replace the last two digits of the code with the number for the team you 
want to control. 


2nd Match 103xx 3rd Match 307xx 
4th Match  015xx 5th Match 220xx 
6th Match  721xx 7th Match 115xx 
8th Match 424xx 9th Match 626xx 
10th Match 602xx Semifinals 223xx 
Finals 128xx 

Here are the codes for the teams, to replace the “xx”s. 
US 00 Mexico 06 
Holland 01 England 07 
Japan 02 Spain 08 
France 03 Brazil 09 
Cameroon 04 W. Germany 10 
Russia 05 Argentina 11 
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